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— is:a (contenental) European zine, especially deveted to Conflict- Simula~ 
tion games (CoSim): Board games, Fantasy/SF/WW, Diplomacy - but it will 
inform also about related. subjects occasionally, Adult games especially. 

A big part of the zine is devoted to discussions and other possibilities 
to get to know each other - and, if possible, to influence the develop- 
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This zine is the main hobby of Walter Luc Haas, Switzerland 
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rates per end-September: 41 = SFr 95.45, St = SFr 2.08, Ssuoject 


ou You may use the postal-money- order system (giro-account), or send 
nh (on your risk), or you may send it te E's agents ‘(INFGRMING ME simul- 
eaausly that you did so, with which number your subscription should 
LMNs and whether you like to get your issues by sea- or Se 
10 US-postal- or bank- cheques - or only if made out in SFr and drawn to 
@ Swiss Bank (excessive bank charges, some SFr per cheque!). 


count: Walter Haas-Scheibler, Basel 40-61365, Switzerland 

t: Dave G Watts, 32‘Eastleigh Dr, Milford Haven, Pembs SA(3 2iey 
kK: Deve Johnson, Gorelands Lane, Chalfont st Giles, Bucks HP8 AH. 
\ Edi Birsan, Apt 302, 35-35 /5th St, Jackson Hewes; NY ble t= 


Walter Luc Haas, Postfach 7, CH-4024 Basel 24, Switzerland:-~ 
qn TRE Wins Repay Coupon) if you would like to get an answer.- 
tors: home-address: Spiegelberg-Strasse 16, Basel (Bruderholz); 


(O21) 35 94 31 (if possible between’ 6 and 7 p.m. (MEZ). 
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E does NOT trade with Dippy-zines (but “Bumm", the German/English 
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wlh. Please, check: the number behind your name gives the LAST issue of 
your current subscription (Sep 28); T = trade or special arrangement; 

? = your (promised) money didn't arrive yet. Please, remember, you 
should, 27 ever Wee ait renew your subscription two issues before your 
subscription ends... (Behind the names:. nationality). 
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EDITORIAL : Dear Friends, 


the bad news first: again (the last time for the next twelve months, I 
hope) I had to raise the subs-fees, not very.much though,..but... Reason: 
our postage-fees (for printed-matter and letter mailing) are increasing 
in a horrifying manner (up to +100%!)-- and first I even feared that I 


would have to stop the publication of because of this. But, 1 (at least) 
like E too much - and if YOU-don't leave the ship, and if YOU will be in- 
terested too that E goes on, then I am fully prepared to go on: 


But I really need your suppert ~- support in many ways: 

1) Please, renew your subscriptions in time, i-e. 2 numbers before it runs 
out. 
2) Ca 1/8 of cur subscribers will have to renew their subscription after 
this issue: if ever possible, renew it for a longer period (10-13 num- 
bers): it's not only a little bit cheaper, it also helps me much. 

3) Some of your subscriptions end with issue 13 or Pete hep 2) Ee wee 

be out in November, I hope, 13/14 in December, maybe. Renew your subscrip= 
tion now: you easily may forget it then or will have no money left 
(Christmas-time and January gap, you know...) 

4) Try to find new subscribers: I just can't go on to send sample copies 
and propoganda sheets around ~ it's up to you now to guarantee the varie- 
ty and existence of E: more subscribers will mean more potential contri- 
butors - and to told the given subscription-rates I need 25-50% more sub- 
seribers than we have now. (1 E = ca 2 cup of ‘coffees, of ¢ air-mail tet) 
5) Write your PBM-opponents about E, show it to your FiF-partners, make ~ 
a gift-subscription of E (I'll deduct the appropriate number of issues 
from your subscription) - write reviews on E and send them to other zines, 
and if you publish a zine yourself (even if it is 5&T, moves, and The be- 
neral!), then please, describe (not only plug) E- too. 

6) If you don't renew your subscription, please, be so polite to write 


this to me: remember - even with the new subs-rates you will still get a 
pearh.gt Basnkene ot 2 personal gift from me.. 
7) Last not least, go on (or start) to cooperate, to contribute - even 


if you will not see everything you wrote published in the next possible 
issue: it very probably will get published in a later issue then. 

(In the last few weeks I had the feeling that the affluence of letters 
diminuished slightly - the after-holidays-fatigue, I suppose. I hope you 
all will recover soon: there is a lot of feedback I expect on E 9 .and — 
DOM ae) 


So, IF you support E in the above described manner, then, I promise, you 
will gee at least another year of E (and probably much more, I fear). And, 
by the way, if ever I should be forced to stop publication, don't worry: 
you'll certainly get your money back: 


The better news now: — got published now for more than a year (cf p 71) - 
and a lot of its aims have been at least partly reached: European players 
got aware of each other, clubs got (or will get) founded (cf p 102), ga- 
mes get sold here (cf p 48), and maybe even our little voice is heard 
somewhere (cf e.g. p 76/77). E has reached now 200+ subseribers ‘Ses ae 
least as much as "Albion" ~ to WhUeh We owe alot ~ attained artes Five 
years of publication), 250 get mailed now, 300 will be the print run. 


Fs. obi wey cheap, I feel - even compared with the prices of pro-zi- 
nes (if you compare the contents and not the paper/printing method used). 
And, how many letters (and stamps) you would need to get as many info? 
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Lay-out: I suppose most of you would like to get as much text for your mo- 
ney as possible. Empty spaces, big titles may look nicer - but they don't 
make very interesting reading. And don't forget, black (even black ink) I5 
beautiful: 

Some (British) complaint about too many US-contributions in this European 
zine - but up to now those complaining ones didn't write a word for E..! 
So,stop’ speaking about US-domination if you are not willing to contribute 
too: up to now (and I suppose for some time longer also) Est coulan & 
exist without these US-contributions - for which I (and most of our rea~ 
ders) are more than thankful. 

I have the third typewriter and the third mimeo-machine now since 1 star- 
ted to publish E: with both second ones I wasn't satisfied and finally 

got them replaced. Now, we'll see how those ones work... 

I wanted to publish this issue in the end of August; it didn't work out - 
and if we would have gone to England (the trip got cancelled), I even 
wouldn't - have made it for now... It's one of the last September days when 
I am typing this last page; it will take me some more (October) days to 
produce, assemble, and mail it... it's a hobby-zine, you know... 


A double-issue (and still a catch -up issue with even not all of the ma- 
terial included which I got as - marvellous, I must say ~ feedback on E 
6-8): I'll try to publish a 40-pages-issue.all 4-6 weeks, or more or less 
monthly - but mailed alternatively as single and double~numbered issues. 
(Personally, 1 prefer double-numbers, it's less trouble to organize them, 
and I can give much more interesting reading - and most of you agree, as 
I have understood). The weight-limits limit a single number to 40 pages, 
a double number may have 80-102 pages... Of course, double numbers ask 
for a lot of your contributions - but I am confident that you will go on 
Lo write, Sworr =r You? 

A single issue of E will normally have 10-16 pages on SF/F, Dippy, Adult 
games (omitting one or two of these parts alternatively, or reducing it 
at least - depending on the percentage of contributions 1 am getting for 
each of these subjects). ~ 

I had to introduce some other selective principles, in E's, in my, and 
last not least in your interest: zine-reviews will appear less regularely 
and will speak especially about those zines reviewing E too; there are 
too many new games on the market (ca 100 a year) to review them all: this 
would fill alone and totally all issues of E: I shall prefer reviews on 
games of companies who support E in any manner, then of games which I 
have seen myself, then of games on which I got a lot of your comments, 

or of those of smaller companies (who need publicity more than others — 


and who appreciate them more too., or of games which are especially inte- 
resting by any reason. (Cf also p 69). 
In your interest - most of you subscribing for several zines ~ I fgel I 


should only publish original articles (exception: articles of Dippy-zines 
or of very old back-issues of other zines); I would like to ask my con- 
tributors to kindly understand, agree with that - and to nevertheless go 
on to contribute to — (1 don't mind to see their articles reprinted la- 
ter somewher: else - if due credit is given to E). 

I also would prefer to get more strategical/tactical articles... and 
still more replies on Ralph Vicker's PAA-article in — 6-8 (I got a few 
which will get published in E 12). 


Thanks to all of you who sent something (letters, articles, comments; 
holiday-greetings, stamps, photos; zines, games). May I hope to hear of 


S again? 
you soon again Vie ee 
NB. Gordon Anderson (USA), “Tricky Gordy", had the idea of the century: 
he has a trademark pending trying to copyright "DipCon"; hearing about 
that, Muhamed Ali and Idi Amin even have been speachless.- "Are you se- | 
tous?" "No, I'm Gordon Anderson."~... He probably also tries to ec omy nigh s 
"Bar Mizva" = instead of "Mazel tov" you will hear "Gordon doof" then; 
and the French are asked to reserve their word "con" for Gordon only... 
(Sorry, now I'm getting personal too, cf “Bumm" ty Siaclel a Diehtesace 


CAPSULE BIOGRAPHIES 


BERG, Richard (305 East 86th St, New York, NY 10028, USA): 32, married, 
na children. Criminal defense attorney; have also made a ‘living’ (7?) as 
composer and lyricist for some off-Broadway musicals; a part-time actor; 
free-lance writer; prehistoric (1960 - early) rock singer; etc.- Extensi- 
ve game collection. Also play sports simulations extensively.- Other in- 
terests (do I need anymere?): Opera, particularly Verdi, Donizetti, and 
my beloved vocal score collection (say, can anyone over there get me a 
copy of Meyerbeer's "Robert le Diable"?); Reading - mostly relaxation ma- 
terial: novels, etc; food; talking; will gladly spend hours with any ga- 
mer simply discussing games. Visits are welcomed. Mail also welcome, but 
no PBM. I'm still trying to find time for breathing. Can stomach anything 
except boredom. Partial to cats and frogs.- Member of AHIKS; editor of 


"The Klommandeur)"; Games Evaluation Editor for SPI's "moves"; member of 
Board of Directors, SPI.- ((Or, as Tom Oleson puts it: Richard is the 
"humblebee of wargaming", "as he flits from game to game.) ) 


ERIKSEN, Jdrn Schrdder (Kjaerslund 2, 1th, DK-8260 Viby J, Denmark): I 
am 26 years old (1948). Lawyer at a Probate Court; married, with 2 kids. 
Mormon (Later Days Saints).- Danish, English, a little bit German.- I 
have played CoSim-games for 1} years now, naval miniatures for about LO 
years. Mostly I play solitaire, since there are only a few players in my 
area. I swn all SPI-games, and AHs "Panzerblitz", a 
: - _e- Other hobbies and in- 
terests: Genealogy, law.- Zines: S&T, moves, Conflict, General, Europa.~ 
I recently started a mail-order firm (up to now SPI-games only). 


PICKARD, Joe (c/o Frank Dong, Amselstr 2, D-6783 Dahn (Pfal2) = Babs 

am a young dashing officer in the US Army Ordnence Corps helping to de- 
fend the Free World from outside aggression... My favorite face-to~face 
game is “Battle for Hue", and my favorite play-by-mail game is Flying 
Buffalo's "Battle Plan".- I subscribe to S&T, moves, Conflict, Europa.- 
The most interesting people that I have met so far in Europe are the Aus- 
tralians and the Canadians. Hope to see more of Europe in the next twelve 
MOmeme «\- 


JOHANSSON, Biérn (Mogardsvagen 33-5 tr, S-143 00 Varby, Sverige): I am 
32 years old and a Postman in Stockholm.- I have some SPI and AH games, 
and I prefer games like "Strategy I" and "Blitzkrieg"; SF-games.- Zines: 
Ge sCantknet, Europea, Penzer tans et, Signal.- Other interests: History of 
War, Football, SF/Fantasy. 


NYE, Craig (15 Cissbury Rd, Hove, Sussex, UK): No fixed abode. Well known 
ae troublemaker and big mouth in British Diplomacy. Casually employed, 

he has persuaded the British Government to send him to University this 
autumn, which is ridiculous as both he and they are old enough to know 
better.- 26, married, hates children but lakes cats, tartoises (ee OF 
each), and spending far too much time in pubs.- Interests: Diplomacy 
(publishes “Retief" much to everyone's disgust, is Regional Secretary of 
IDA, much to IDA's disgust). Almost any other game, although he says Tru- 
de words when Scrabble is mentioned. Reading; alnace anyentag-— ot a. ble= 
graphy, History, Detective, Pornography.- Languages: barely speaks Eng- 
MshalmMetTuses. to Learn any others; this is a great comfort to foreigners. 
Other hobbies: include not getting up in the morning, putting things in 
things, smoking far tco much, getting a lot of post ({(which he mostly 
doesn't reply; wih)), cooking and eating.- Six foot three inches tall, 
weighs eleven stone and can smash raw eggs with both hands (if he tries 


very hard). Answers to ‘Craig’, 'Snookums! and 'Hey You!’. Enjoys getting 
rude letters about nasty words he puts in "Europa".- Zines: Umpteen Dap- 
py zines, Europa, GRP, Penthouse, Mayfair, ewsweek, Which, Worker's 
Press, Daily Telegraph, Socialist Worker, and The Plain Truth.- Member: 


NGC, IDA, SESAME, SFSTINST; never joins Clubs... 


Bove sh Capsule Biographies 


HOLT, Steven (HQ Berlin Brigade, 7078, APG NY 09742): I am twenty years 
old and. I have been wargaming for the past ten years. I will be stationed 
in Berlin for the next three years. As I have been trained as a German 
linguist, TD can speak berman. My collection of games @ncludes a-tich va- 
riety of Avalon Hill, S&T, GDW, as well as games by smaller manufacturers. 
I also have a large collection of 1/385 scale tanks, and a smaller coéllec- 
tion of ships and Napoleonic miniatures. My main interests are miniatures 
and campaign games. 


SMITH, Andrew J F (Waney Hill, Theydon Rd, Epping, Essex, CM16 4EE, UK): 
Britash citizen, born 1952, student, unmarried; educated private school 
and New College, Oxford (Modern History). Languages: I read Italian 

(best), French, German, Spanish - but I reply in English to letters re- 


ceived.- Games: at present 40 (21 SPI, 6 SDC, 5 AH, 8 others). No inte- 
rest in "Diplomacy" or PBM.~ Zines: S&T, moves, Conflict, Europa, Inter- 
national Defense Review, Armies & Weapons, Marine News, Warship Interna- 
tional, Battlefleet, Broadside; I contribute material on naval technolo- 
gy and naval wargaming to the last three.- Secieties: Navy Records Socie- 
ty, US Naval Institute, Naval Records Club, World Ship Society, Naval 
Wargames Society, 1200 Model Ship Society.- Hobbies: accumulating books: 
literature, history, sociology, politics. Special interests in history 

of 15th century France, naval history and technology of 1840-1980. 


SCHOLL Uderry <(20 Pine Rides. Dr, Plantetion, Fla 33917, USA}: Been hook- 
ed on CoSim (I prefer to call them wargames, but can see that it does gi- 
ve a lot of people the wrong idea) since 1961 or 62. When I was stationed 
on Okinawa we had a small club that would play AH games and "Risk" as of- 
ten as five nights a week. Came back to the states and lost interest in 
gaming. While going to college (I have a two year Jr College Degree) my 
interest picked back up. I reluctantly started PBM when it was obvious 
there were never going to be any FIF players near Ft Lauderdale (Planta- 
tion is a suburb of Ft L). I joined AHIKS when a lot of the people I was 
PBMing stopped writing for no apparent reason. After a year I became Re- 
gional Director East for AHIKS. I have a wife, a three year old daughter 
and a game cabinet (({Linda Schott: "I'm glad I rated first in his 3 ac- 
quisitions." Jerry: "Not NECESSARILY in that order.")). I am currently 
boaked up to the year 1978 for PBM games. ((Jerry publishes "Spear Head", 
the "semi-erratic voice" of the Eastern Regian of AHIKS)). 


ANDERSON, Gordon (Suite 823, 24th North Wabash Ave, Chicago, I1l 60602, 
USA) eo Wamethesameatest. “Clet m5) ). 

LAPSULE BIOGRAPHIES: Can I get YOUR Capsule Biography too? I (and at least 
some of our readers) would be very interested to get to know who reads 
(and maybe contributes to) E... 


{ 


: 
THE ISE-SYSTEM (Edi Birsan, USA, and Dave Johnson, UK, addresses cf p 1) | 
is one of the most useful services of the hobby: send some money to Dave 
(af you live in the UK or in continental Europe) or to Edi: whenever you 
want to get a subscription for a British, European, American, Canadian 
zine, just write them (and simultaneously inform the zine-publisher accork 
dingly): Dave or Edi will transfer the money - the fastest and cheapest 
way to subscribe! And, from time to time you get an info-sheet, "US-£2", 
anforming you about your eccount. 


hau MM is my German/English Dippy-zine (10/Sfr 13.-//¢2/A5/air: £8). Ope- 
nings in German, English speaking Regular Diplomacy; game-fee: SFr 3.- 
(EDC IDA: free) & subscription.- Issue 7/8 (Aug/Sep): 36 pp, mimeo: EDC/ 
IDA, Mini-Con Basel report, Letter Column, Feuds (Anderson/Walker feud); 
Variant: Intimate Diplomacy (English/German), zine reviews (7 pages), 
Doug Beyerlein: Marionetten (translated into German), game comments, 


press, games, capSule biographies.- | 


cy NE ae tea ot os CHRISTOPHER _ MACLACHLAN: SIGMA FILE 


SIGMA FILE (by Christopher Maclecal ane scotla ind) 


"Sigma File" is an espionage game. The board schematically represents four 
capital cities, London, Moscow, Peking and Washington, linked via various 
other cities. to Algiers, where the Sigma File, a black attache case full 
af secret documents, initially rests. From each capital two agents (colou- 
red plastic figures) set out to gain possession cf the File. 

The unique feature of the game is that although each player is given a 
home capital to which he must bring’ the File to win, he does not control 
any agent outright. Instead, seach player has a stake of ¥ 10 O00 and a 
card on which all eight agents are listed. On any game turn he can either 
move any agent. from one. city to the next or secretly record a payment. to 
amy one agent. Any agent in the same place as the file may take it with 
him when he moves, but all moves are open’ to challenge by other players. 
In challenging a move, the challenger seeks to establish that he controls 
that agent because he has paid more money.to him. He discovers this. by an 
auction-bidding procedure, asking the challenged player whether he has 
successively increasing ammounts of money credited ta that agent, up toe 
but not beyond what the. challenger himself has paid out. If he finds he 
has not paid that man more than the challenged player, the challenge 
fails and he misses a turn; if the challenge succeeds, the move is rever- 
sed. The game is won when one player moves an agent he undisputedly con- 
trols, that is, one to whom he has paid most money, into his capital ci- 
ty with the File. 


There is no luck in the game. The board is quite symmetrical and all the 
players have the same resources. At each turn they must decide whether to 
move an agent or. pay out to one. 

The fescinating part of the game is the challenging, when one learns from 
the bidding roughly how much has been paid out to particular agents and 
who seems to have made a powerful and dangerous bid. Such information of- 
ten leads to players! forming unwritten alliances to thwart winning moves. 
The most drastic move is an assassination,. which can be carried out for 

¥ 1 000 by any paid agent under your control who is in the same c’ ty as 
the victim; money paid to the dead agent, like money paid to an agent 
iost to your. control, is simply lest to you. 

The longer the game goes on theless cash is available to increase bids 
or make new ones. A prudent investment on an unfancied agent early in the 
game can then sometimes prove a winner; on the other hand, such a dark 
horse may never enter the race at all, standing unmoved on its starting 
point throughout the game. 

Some games are short and brutal; the longer the game lasts, the more bluff 
and double-bluff there as to prolong.it further. You hesitate to; chalien- 
ge because that gives away the fact that you have money on that agent; 
you ever hesitate to move that agent upon whem you have lavishec pay- 
ments, because that too might give your game away. And as the File is 
brought closer end closer to someone else's capital, these dilemmas beco- 
me more and more acute. 


The realism of th ame is probably slight, its presentation is average, 
but the simple game system contains the utterly novel feature of varying 
control of the pieces which makes "Sigma File" a unique and challenging 
experience. 

((Available by Games Centre, 16 Hanway St, London WIA 4XF, Uk: / 3.95, 

UK postage: 50p, Overseaa: ~ 2.50 - which is rather Apepo ee Seoce 
dy knows a cheaper way to get it?)) : 


"Sigma | ike got extensively described in "Games & Puzzles" 16,4, and in 
oS on" ¢ $223 ca (revuewuar Ttcakso an “Gee Lo 22 .— en een san "AL- 
bion": "I chan you should buy this one. It is good physical value for 
ae and the play velue, though perhaps rather cerebral in style, 18 
good for a group rether more Seek than the femidy (...) Upowoulg be 


a vuseful addition to your collection." 
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KINGMAKER-TABLE 1 


wih. 
Lown, (RE: 
bye Tatas 


A 6x6 cm grid is used: numbers 1-8 from West to East’ 


Royal Castle, V: 


The following table enlists all geographical names 
Unfortified Town, 


CTs 


Gpen Town, Ca: 


(Os Gastle,. 14 
Cathedral, 


t, A~« from North to 


South; the vertical bluc line (separating water bodies) NW of Cardigan 
is identical with the 
line N of Cardigan separates fields F and 


Americans might find column 3 


line between fields 


Colum 4 enlists the owners of the place (i 


Name 


Abingdon 
Alnwick 
Appleby 
Arundel 
Ashby 
Bamburgh 
Barnet 

Bath 
Eeaumaris 
Belvoir 
Berkeley 
Berwick 
Beverly 
Blackheath 
Bodmin 
Boston 
Brecon 
Bristol 
Burton 

Bury 
Caernarvon 
Caister 
Calais 
Canterbury 
Cardiff 
Cardigan 
Carisbrooke 
Carlisle 
Castle Rising 
Chester 
Cheviots 
Chichester 
Chillingham 
Chirk 
Cockermouth 
Colchester 
Compton 
Conisboro(ugh) 
Conway 
Corfe 
Cornwall 
Coventry 
Darnmouth 
Daventry 
Denbigh 
Devon 
Douglas 


useful to locat 


1 and 23 the 


c 


this place. 


2 8 4 

V/ ee 

: BS Percy (100/2) 

& pd Greystoke (10) 

C I 6 PLezalem (3073) 

Vv Fo5 

RC A 5 Warden/N (50/2) 

Vy H 6 

V A 

RC EF 2 Treasurer (50/2) 

& E/F 5 Roos (20/2) 

C 4 Berkeley (10) 

T A 4 Waetden/7N (50/2), Sh 
V D 6 

Vy H 6 

V aL 

V Bua 

V &G& 3 

Cy H 4 Gard wSnap 

V Eas 

V Pant 

RC Bee Chane Engl (50) 

Vv pa: 

7 Ss 

T/Ga nV fe Archbishop 

V Fea 

OT & 2 

RC teas: card 

T og Bishop 

E EAE ot Mowbray (50/5) 
T/Ca 8-374... Chakb- Chest: (50/2 ) 
- A/B 3/4 

V tee ie 

C A 4 Grey (20/2) 

E EAr) Ga, ie eoredeome aye) 
Beg Percy (LOU/2)} 

ui G 7 Farl/Essex (20) 

fe iejelniacs Holland (20/2) 

& Dies Clifford (10) 

RC E 2/3 Chanc Lanc (50), 100 
C rad Beaufort (30) 

_ H-K 1-3 Chane Cornw (100/2) 
WAC Biecisu5 eee 

V Cans 

V Pao 

C See Mowbray (50/5) 

oan Hat he® Ghanei born, CLUOe2) 
& Beye Stanley (50) 


herizontal blue 


G. Continentel Europeans and 
te given places. 

mn brackets: t 
Column 5 finally shows who might be sent to 


he household). 


Jun 


Warden/N (2x} 
Wardon/N (ax) 
Marshel (3x) 


Marsnal 


Raehard (Ys o4ih 
Archb/Canterbury 
George (Ys. 3rd) 


Bishop of Carlisle 
Mowbray 


Marshal 


Fitzelan 


Percy 

Earl of Essex 
Holland (2x) 

Chanc of Lancaster 
Beaufort (EL: 4th) 
Edward (L: 3rd) 
Mawbray 

Stanley 


a 


Eccleshall 
Exeter 
Farnham 
Fothering Hay 
Framlingham 
Grantham 
Harlech 
Helmsley 

_ Hereford 
Ipswich 
Kingston 
Kimbolton 
Lancaster 
Leeds 
Leicester 
Lachfield 
Lincoln 
Llanstephan 
London 

Ludlow 

Lynn 

Maiden 

Masham 
Milferd Haven 
ewark 
ewburry 
eweastle Castle 
Newcastle Town 
Northampton 
Norwich 
Jottingham 
OQgmore 
Dkehampton 
Oxford 
Penzance 
Pevensey 
Pleshey 
Plymouth 
Preston 

Raby 

Ravenser 

(= Ravensburn) 


ee ae 


Rhuddlan 
Richmond 
Rochester 
Rockingham 
Ratherham 
Royston 
Rye 


Salisbury 
Shrewsbury 
Southampton 
St Albans 

St David's 
Swansea 
Tattershall 
Taunton 

Tees (River) 


OT 


1oO4 
ay 
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Constable/Dover 
Bishop 


Duke/Exeter 
Howard (10) 


(20) 


Mowbray Veuias) 


Marshall (108) 
Roos (20/2) 


card 


Holland 
card 
Prat fords 072) 
card 


(20/2) 


Bishop 

Herbert (10) 

Const: Tow. (50); 208,5 
Talbot (50) 

Adm Engl (50/2), Sh 
Scrope (10) 


Steward (50) 
Staftterd (30/2) 
Gas 

card 

Bishop 

card 

Neville (50/4) 
Courtenay (30) 
Chance Cornw (5 


Warden 5 (50) 
Bourchier (10) 
Chanc Cornw 


Neville (50/2) 


/200*/ 
CoG s2 Ix 


Chamb Chest 
Neville (50/4) 


Grey (20/2) 


(Le George) 
2 Shs Adm + 


card 
Adm Engl 


eare 
Cromwell (10) 


(Warden N: 100) 


CaF asc 


2 Sh + Warden 


(807205 25h 


Constable/Dover 


Duke of Exeter 


Margaret (L: 2nd) 


owbray (2x) 


Edward (Y: 
Roos 


2nd) 


Pole + Admiral + Sh 


Stafford. (2x) 


Henry (is 1st) 
Talbot 

Admiral of England 
Marshal; Embassy 
Scrope 


Bishop 
Courtenay (2x) 


Warden 5 + Ship 
Bouxrchier (2x) 
Chanc Corn; Adm+3h 


Raby 
Embassy, 
Prameches tes 


Embassy; Kent (2x) 


Embassy; Warden 3 + 
Seto 2 ob 


Ee SEI eLOS, URES Cte a coe aR YG a eee 2 Se nee Sn nee as ae wilh: Kingmaker 
Tewkesbury Vv G 4 

Thetford V Pua Marshal (3x) 
Tickhill C Eas Audley (10) 

Towton Vy RS 

Tutbury Cc E/F 5 Hastings (10) 

Usk Ee G/H 3/4 Mowbray (50/5) 

Wales - E-G 1-3 Chamb Chester (2060) 

Wakefield V DSS Mershal 
Wallingford RC sare Treasurer (50/2) 

Warwick C ae Neville (50/4) 

Wells V/Ca H 4 

Weymouth V Ta Embassy 

Whitby V C5 

Winchelsea - LES: (Le Trinity) 

Wingfield c G7 Pole (30) Pole 

Wressle C Daye Mowbray (50/5) Mowbray 

York Ey DoS Archbishop Archby Richard (Y:1) 
KINGMAKER-TABLE 2 

wih. The following table enlists the Noble Pieces' troops (2), titles (3), 


locations of castles (4), number of cards naming him 'killed' (5), places 
to which he is called by raids/revolts (6). 
Name ae 3 & oe 
Audley ee) - Be Sr bho kd: S = 
Beaufort 30 Duke I 4 Corfe 5S borne 
Berkeley 10 - H 4 Berkeley Doe 
Bourchier a0) - G 6 Pleshey 5 oP leshey 2x) 
Clifford 10 - Daa. -Lonzsporouph. s— = 
Courtenay 30 Earl I 2 Okehampton 5 Okehampton (2x) 
Cromwell 16 ~ E 6 Tattershall 5 - 
Fitzalan 30 Earl I 6 Arundel 5 srundel 
Bods, Se mae Chirk 
Grey ZY - AA -Ch a lamaham io = 
F 5 Rockingham - 
Greystoke 10 - C 4 Appleby 530s 
Hastings 10 - be hie uaa ap ac 
Herbert 10 _ G 2 Lianstephan 5 - 
Holland 20 - K 3 Compton 5 Compton (2x) 
F 6 Kimbolton - 
Howard 1d - H 6 Farnham chee 
Mowbray 50 Duke E 7 Tastlerising 4 Castlerising 
E 3 Denbigh Denbigh 
F 7 Framlingham Framlingham (2x) 
Gerais ist - 
D5 Wressle Wressle 
Neville 30 Earl H 3 Ogmore 4 = 
Ps Raby Raby 
G4 -Rachmenrd 7 
F 5 Warwick - 
Percy 100 Earl B 5 Alnwick 4 Alnwick 
B 3 Cockermouth Cockermouth 
Pole 30 Duke G 7% Wingfield 5 Wingfield, Ipswich 
Roos 20 - Bol Redivoser peace 
C 5 Helmsley Helmsley 
Scrope 10 - C 5 Mesham 5 Masham 
Stafford a6 Duke H 7 Leeds 5 Leeds (2%) 
EF 4 Neweastle C. - 
Stanley 50 - C2 Dougkas 5) Dougles 
Talbot 30 Earl Fa 3+ srdibaw 5 Ludlow 


Note: ? G-\2 mixed Uy — dew Lanner Ure. 


ee ae 6 ee ee wih: Kingmaker 
Admiral of England 50 i ee Gross Laan Lynn, Ipswich, Rye 

I 5 Southampton Plymouth 
Chamberlain/Chester 50 + 200 —°3 Rhuddlan Rhuddlan 

—E 3 Chester - 
Chancellor/England 50 E 2. Caernarvon. - 
Chancellor/Cornwall 50 #£+ 100 K 2 Plymouth Plymouth 

G 5 Oxford ~ 
Shancsbiar/Leancas te: al + 100 E 2 Conway Conway 
EonStable/Dever & 50 H 8 Dover Dover 
Constable/Tower 50 + 200 H 6 London - 
jarncshal of England. 200 bo? Hae beck Blackheath (3x), Bot- 

min, Maldon, Tewkes— 
bury (3x), Wakefield, 
Cheviots 

Stewart/Household 50 E 5 Newark a 
Treasurer/England 50 E 2 Beaumaris - 

H 5 Wallingford - 
Werden/North Marches 50 fe OS A 5 Bamburgh Bamburgh (2x), 

A 4 Berwick Berwick (3x) 
Warden/Cinque Ports 50 ee Show kf oar evensey Pevensey, Rye (2x) 
Duke of Exeter 20 IEG Epeenic Bie Exeter 
Earl of Essex 2U G f Colchester Colchester 
Earl of Kent 30 Rochester (2x) 
Earl of Richmond 40 - 
Earl of Salisbury 30 ~ 
Earl of Westmoreland 40 Preston 
Earl of Wiltshire 30 = 
Earl of Worcester 30 - 
Archbishop/Canterbury H ~ Canterbury Canterbury 
Archbishop of York BB York York 
Bishop of Carlisle B 4 Cariisle Carlisle 
Bishop of Durham C 5 Durham - 
Bishop of Norwich E 7 Norwich Norwich 
Bishop of Lincoln ES Gece eneto Jem - 
(Burgundians: 2x30, Flemish 2x20, Scots 2x20, Saxons 2x10) 


KINGMAKER=TABLE 3 ("Kili"-Groups) 
AUDLEY: Bourchier, Cromwell, Holland, Howard, Pole/Percy.- BEAUFORT: Ber~ 


eley, Clifford, 


Hastings, Herbert, 


Cys 


Courtenay, Cromwell, 


Hastings, 


Herbert, 


Neville/Roos.— BERKELEY: 
Grey, Stafford, Stanley, Courtenay/Percy.- BOURCHIER: Audley, Clifford, 
Roos.- CLIFFORD: 
eville/Stanley.~ COURTENAY: Clifford, Fitzalan, Greystoke, Berkeley/Per- 
Neville/Talbot.- CROMWELL: Audley, Greystoke, Herbert, Scrope, Nevil- 
le/Roos.- FITZALAN: Courtenay, Howard, Pole, Stanley, Percy/Stafford.- 

GREY: Berkeley, Clifford, Hastings, Talbot, Herbert/Percy.- GREYSTOKE: 

Pole, Stafford, Howard/Mowbray.- HASTINGS: Beaufort, 
Bourchier, Grey, Holland, Mowbray/Stanley.- HERBERT: 


Beaufort, 


Bourchier, 


Beaufort, 


Courtenay, Grey, 


Beaufort, Bourchier, 


Cromwell, Holland, Grey/Percy.- HOLLAND: Audley, Hastings, Herbert, Roos, 
Scrope.- HOWARD: Audley, Fitzalan, Talbot, Greystoke/Mowbray, Mowbray/ 
Serope.- MOWBRAY: Hastings/Stanley, Howard/Greystoke, Howard/Scrope, 
Stafford/Talbot.- NEVILLE: Beaufort/Roos, Courtenay/Talbot, Cromwell/Roos, 
Clifford/Staniey.- PERCY: Audley/Pole, Courtenay/Berkeley, Grey/Herbert, 
Fitzalan/Gtefford.- POLE: Fitzalan, Greystoke, Roos, Scrope, Audley/Percy. 
ROOS: Bourchier, Holland, Pole, Cromwell/Neville, Beaufort/Neville.= 
GCROPE: Grotwell, Holland, (Pale, Statrord, Howard/Mowbray.- STAFFORD: Ber- 
keley, Greystoke, Scrope, Fitzalan/Percy, Mowbray/Talbot.- STANLEY: Berke- 
ley, Fitzalan, Talbot, Clifford/Neville, Hastings/Mowbray.- TALBOT: Grey, 
Howard, Stanley, Courtenay/Neville, Mowbray/Stafford.- 


{Maybe, for PBM-games at least, new kill-groups should get mixed. ) 


| 
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OPS & INFOQ: KINGMAKER 
wih. Cf — 9,20; E 6-8,11.- Available by Philmar, 47-53 Dace Rd, London 
eS 2G IGN AGI aie I Spe Sree Nh IN, SSR GIONEB] =< UG VAR See 


NEW RULES: New rules are available by Philmar (address above}. The book- 
let has 33 pages, and ancludes much better written rules and lots of ra- 
ther helpful tables, an example of play, etc. 


PBM KINGMAKER: PBM rules were published by Don Turnbull (21 Whitwell way, 
Coton, Cambridgeshire CB3 7PW, UK), up to now three parts, published in 
"Courier".- Another (complete?) version of Mr Turnbull's rules got publi- 
shed in "Chimaera" (Clive F Booth, 71 Clara Mount Rd, Langley, Heanor, 
Derbyshire DEY THS, UK). 


GEOGRAPHICAL CLARIFICATIONS (as given in the above mentioned rules): 
River lees: runs south of Durham/Raby 

Winchelsea: the port just south of Pevensey 

Wales: "The Welsh/English border is such as tao include in Wales the fol- 
LownmoG areas: a sora nnucckam . suokot Hembaei. “Chaves Shs op ee rico NW 
of Ludiow, 1 W of Ludlow, 1 W of Hereford, 1 NE of Brecon,. 1 N of Usk, 
Usk." (Don Turnbull) 

Devon/Cornwall “includes the Exeter area but no other area east of the 
Pa Ver CoG Gr tees); : 

London port: "I regard the westernmost anchor es applying to London it- 
self (thus it takes two turns from Carisbrooke to London) and the outer 
anchor as providing a lending place for the countryside round Leeds. I 
will not allow you to land at Rochester, Maldon or one west of Maldon 
from the outer enchor, nor can you land anywhere using the inner anchor 
other than London itself." (Don Turnbull) 

Ravenser seems to be identical with Ravensburn which might be a misprint 
on the map ~ if I concladed correctly from Mr Turnbull's "Kingmaker" re- 
ports. (Confirmed by Hartley Patterson). 

The Cheviots must be somewhere in the nerth (Scots. Reid), but up to now 
I didn't see any clarification yet where exactly they are. Hartley Pat- 
terson describes it as "'Cheviots' is the Scottish border but not on the 
coast". 


RULINGS: Mr Turnbull rules that "at least one noble of that (other) fac- 
tion must move to the town in which Parliament is called UNDER THE NORMAL 
MOVEMENT RULES"; the printed rules state (p 21, Parliament ii) that these 
pieces "are moved immediately. They do not wait to make their normal five 
square move". (Movement away from the Parliament-place follows the rule 
af normal movement). 

In "Chimaera" (cf also "Bellicus" 26,6: Kingmaker-Enhancements by Steve 
Doubieday) is ruled that movement "will only be ellowed between areas. 
connected at least partly along one edge", i.e. "pieces may not move 
across diagonats" (Steve Doubleday). I den't see any reason fer this 
ruling: why should it not be allowed to move directly from St Albans to 
RoOyYS toms 

Steve Doubleday (cf above) suggests to change the Siege-rules: a castle 
can be taken by two methods according to his rulings: a) Siege, according 
to the normal rules, but if successful only the castle is taken; the de- 
fenders are pushed into the same square as the castle (and may not be at- 
tacked on the same turn by the same faction); b) Capture, which is the 
same "as a pitched battle in the open", “with the obvious exception that 
the besieging force cannot sneak away without the permission af the be- 
sieging force". Might be interesting, I suppose. 


MISPRINT? The map Says that a Royal Castle protects an additional 400 
people; the new rule booklet (p 29) “stetes tate te wal protean only am 
additional 300 people. 

I suppose that Durham has a cathedral, though the white cross is some- 
what misplaced. 


Seon cl a ot eo UR rR oA Ee DSN DR NRC RU sme SSK op Ee a si ot en ene nn NS ee at scent Aen Sih 


RICHARD BERG (USA): "I got "Kingmaker" as part of a trade. I've been a 
prisoner since. As Tom Qleson stated, the game is the best fun item in 

years. The game is a sensation at SPI (who is now selling it in the USA), 
where it has replaced the regular Friday night. poker game!! Despite play- | 
ing it four times with innumerable different rules interpretations, the we 
basic system is so adept at inducing a medieval mentality in its players 

that its historical failings are lost in the overall 'flavor' it produces. 
It's great ~ a gigantic blockbuster of a fungame." 


RIAN VAN MEETEREN (Holland): "Parliament rules as stated by the author 
tend to give too much power ta the one holding the sole crowned king. I've 
got the "Sword & Lance" rules: they bring diplomacy more in play because 
every office and title is voted for by the houses of Parliament. Players 
have the seats of the nobles they hold. Every noble has a different num- 
ber of seats. The game that takes a lot of time already now should take 
even more with those rules but for Diplomacy players the game would be 
much more interesting, I suppose." 


CHRISTOPHER MACLACHLAN (Scotland): “I have been playing "Kingmaker" recent- 


ly and agree with most of what Charles Vasey says about it in E 6-8. By 
the way, couldn't he publish his Parliament rules in E? 

A possible criticism of the game is that the ending is a bit of an anti- 
climax, especially if one is left holding the only undisputed king as a 
result of plague wiping out the opposition." 

((wlh: I never got a copy of those Parliament-rules, so I can't tell whe~ 
ther I might publish them in E - how many pages do they have?)). 


HARTLEY PATTERSON (UK): "Some counters are needed to symbolise who owns 

what on the board. ((wlh: As mentioned before, I use the "Risk"-cubes.)) 
1 rule that ceptured places belong to a player rather then an individual 
noble.- Extra rule: A Noble may only hold one Church position at a time. 
A sishop may however be ‘promoted! to Archbishop, the Bishop card being 

returned to the pack.- Parliament: the value of summoning Parliament is 

lost on some players. It is used by two or more players who control the 

King (or Chancellor as stated) and who are in alliance. It often happens 
that players spend a long time trying to-raise enough troops to storm a 

castle; Parliament is a quick way of obtaining these troops." 


Cp oor in Woe)". s0,975. "noves"’ 22,27 {revaew, R Berg); "Games & Puzzles” 
40,16 (review, J Humphries) and 41,36 (reply to review by A McNeil, in- 
ventor of the geme); a feature article on "Kingmaker" is in preparation; 
“Sword & Lanre”™ 8,17 (review, Ch Vasey); “Ahiks- West" 7/3: 4 (review) .- 


1629 ~ THE RAILWAY GAME (by Hartley Patterson, UK) 


The board is a map of Southern England and Wales with a large hex grid. 
Towns are marked. Rail lines are printed on hex-shaped cards in various 
shapes (strights, curves, cross-overs, etc). Each player has a ‘survey 
team’! counter which moves round the board, a card being placed on the hex 
it leaves. Alte:natively a player may replace an existing card with a mo- 
re complex one.- Each town has a printed value. Players buy trains and 
obtain each turn the value of towns they run their trains through. 

The result is an expanding network of rail lines as players compete for 
the highest value towns. 

A number of complexities are added of course: for example, old trains be- 
come obselescent and must be scrapped when newer trains are introduced. 
The advanced game includes a Stock Exchange. In this version each rail 
company issues shares, and is controlled by the player having the most 
shares. He may either pay out dividends to the shareholders or put the 
money earned back into the company. If he pays dividends the value of the 
share rises, if he doesn't the value drops. The usual business strategies 
can thus be employed, such as driving your company into bankrupcy and sel- 
ling out just before it crashes! : 


E 10/11:825 : aS 1829; PARLIAMENT 


egy Sh cages Soa eee rt ees Ne ami aceon AE me tone geek aE Fe ere | Ne poem TS Soe uma Pons": 9 Cee MO Comes emer Simon gee eee ret eine ea ee fegeaee ere tS ane) eran ere ay Sa 


ote 


The rules are reasonably cleat, the standard. of production is excellent; 
the only problem is that it is a very long game, I'd say at least six 
hours for. the advanced version. One great advantage is that players can't 
be knocked out, and it's never clear who is going to win. 2 


Makers are Hartland Trefoil Ltd (96 Main Rd, Duston, Northampton, UK); it 
was their first game, and took a number of years to develop. [t costs 
about /7 in UK, from Just Games etc. 


((Add postage: UK 60p, Europe ¥2, USA / 2.40, sea, Australia/NZ etc 42.95; 


Just Games, 1 Lower St, London WIR 3PN, sent me these prices in June = in 
the mean time they may have changed, read: raised... wih.)) 
GRAHAM BUCKELL (UK): "...1 will offer one smell piece however on the com- 


petitive nature of the game. While there is scope for direct conflict on 
the board. by blocking someone's track development or by snatching control 
ot agkeyuagtation, there Is "7a much direct conflict off the board. For in- 
stance loans between players or companies are not allowed and, more impor- 
tant, shares may only be sold to and from the bank and not directly bet- 
ween players. In my view this removes a potential area for play of sel- 
ling key shares for inflated prices directly to someone trying to gaan 
control of a company and other such nasty activities which Diplomacy play- 
‘ers and the like so love ta indulge in." 


GAMES & PUZZLES (39,25, Steve Jackson) (review, 1+ page): “"It-is basically 
an historical game which simulates the establishment and expansion of the 
majer railway companies in England during the last century. itis. Dewar 
kable in that it combines both the financial and the operational aspects 
of the railways in a highly original Ways (Gee ou Say be put off by 
the apparent complexity of "1820". However, this is not the sort of Ava- 
lon Hill complexity which is all in minor points of-rules relating to. spe~ 
cial conditions. In this game there ere simply a large number of .play op- 
tions with rules dictating each." "Altheugh the lesser versions can be 
comfortably fit into an evening, the full game is at its best despite ztS 
apparent appeal to insomniac railway enthusiasts only. jhe everall rating 
reflects a wide divergence of opinions of the members of the panel." 


Cf too: "Warbulletin" 60,3; "Europa" 6-8,10; "“Bumm" 5,il1.- 


PARLIAMENT (by Graham Buckell, UK) 


"Parliament", as the name suggests, is a political game, designed for pos- 
tal play by Hartley Patterson. 

The seven players represent seven parties (Marxist, Socialist, Liberal, 
Democrat, Conservative, Nationalist and Fascist) and the GM is the Presi- 
dent who wields ultimate power! It all takes place in some small, third- 
rate, mid-European country largely unconcerned at events in the world 
around. ; 


Fach party has a profile representing the opinions of its supporters. on 

on various issues. This is in the form of ratings from +3 to -3 on ten 
parameters e.g. level of income tax, foreign policy. These are devised by 
the GM at the start and revealed only to the party concerned. 

The country is diveded into eight regions, each region inte: Teun distracts 
and each district mey be divided into four wards. Each district is repre-. 
sented by four-delsagates in the Assembly and one senator in the Senate. 


At election time each party prepares a platform (on the ten paramaters 
above) to attract voters without a candidate of their own party and nomi- 
nates candidates for some or all of the seats (each nomination casts mo~ 
ney). 

Fach district has its voting population divided into percentages suppor- 
ting each party and a pool of undecided voters. These percentages are not 
known by the perties but each region is known to favour one party (the 
eighth being neutral). 
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Now the campaign can ‘begin to alter these percentages. The basic method 
is to campaign against a particular party pulling voters from him to you. 
However the extremist parties may also attempt to assassinate candidates 
or to disrupt the meetings of a party's supporters. aan 
After this the result is declared and the leader of the largest party is 
cordially invited by the President to become Prime Minister and attempts 
to form a Government - this almost certainly means a coalition. 

Then the Prime Minister (or his Minister of Finance?) proposes a Budget 
based on the same ten parameters for voting. If it is passed the members 
of the Government receive Government Points, acquiring these being the 
aim of the game. At this point one year has passed and each party recei- 
ves its income of crowns, these being spent on the various activities of 
the election. 


This is an excellent game, though it SOI Nino we lot of work for the GM 
especially calculating election results, and a player who doesn't know 


exactly what he is doing can be at a severe disadvantage to one who does. 


((wlh. Published in "War Bulletin" 53, the 6 mimeod pages of the rules 
are availably be Hartley Patterson, 7 Cambridge Rd, Beaconsfield, Bucks 

> HPO LHW, UK, who writes: "'Parliament'’ well illustrates one of the prob- 
lems of amateur games. It WAS free, but several zines didn't believe 

this and invented a price when mentioning it. So I've given it a price: 
20p including postage, for those who don't like getting anything free. 
There is also a one-sheet guide for GMs -- might I get it too, Hartley? - 
It is, it MUST be emphasised, a purely PBM game unless you have computer 
space to spare. Four games now running PBM.in UK."))C(CF E 4-5 & 6-8)). 


ADVANCED MONOPOLY (by Victor Logan, UK) 


({wlh. Parts of this article have been published in "Greatest Hats: ® Roe 
cinante".)) 


I hope that after you have read my article you will feel, as I feel, that 
this game has beeh very much under exploited and can be played with a 
much greater emphasis on cunning, skill and intellect than it presently 
23% 

However my veal purpose for submitting this. introductory part here is 
that many of you readers do not live in the UK as.1 do and I know that 
the Monopoly games vary in different countries. Indeed even the English 
Monopoly rules vary;.in. some games ¥10 damages are introduced for players 
who ‘bump into each other! (though I am glad to find that recently Wad- 
dingtons have dropped this). Regretably in recent English games Wadding- 
tons have introduced rules preventing players lending money, and I have 
to begin my games by asking my opponents to agree to suspend this rule. 
lam not wise as to the nature-of .the game rules abroad but clearly the- 
re is a need, now, for us to agree common rules, whenever we should play, 
beforehand to avoid misunderstandings. : 

-In future it is probable that Waddingtons may introduce more new restric- 
tive rules which 1 would feel were regrettable. This is probably because 
they are keen to maintain as much: of a chance element in the game as pos- 
sible in order to preserve "Monopoly" as a. family game in. which parents 
and children play. This is so because most of the sales are to families 
and children (at present we do not represent a significant market) who's 
inclinations are not as sophisticated as those of more ‘professional!’ ga- 
me players like ourselves. 


I was touched by the interest which my tadvanced' Monopoly play had arou 
sed at a recent London 'mini-con'. J developed a more sophisticate appro- ~ 
ach to the geme about four years ago when, with growing age, my enthusiasm 
for Monopoly wained in favour of a feeling that Monopoly was becomming 
monotony. Winning the game seemed more a matter of chance Cr.e. whe ever 
got to Mayfair first) ((wih: which is, 1 suppose, Boardwalk and Park Pla- 

ce on the American boards)). The game seemed to heve to great element 
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of chance. It was usually concluded not with a battle of skill or intelli- 
gence but on points as who's dice will cause it's thrower to land on the 
streets with houses first. 

The first inside I had was to calculate the probabilities of landing on 
any particular square and thus develope a cost factor for insurance. I be- 
gan selling insurance to my oponents when ever I had spare cash to use as 
risk capital, as premiums were calculated to work out profitably for me 

in the ‘long-run', this became an extra scource of income. 


Wlhs  hetnehtide-hepe:e Liet (giving the bndiion hnane of “bhe-propertics, i oi— 
lowed by the American name, then by the probability of landing on each 
square (assuming that all Chance and Community Chest cards are in play, 
and that players elect to throw doubles to get out af jail, rather than 
paying, and finally a rank order number.- This list was published in "Al- 
bion" 46,13; there you will find additional explications too, as well as 
in the Maxine Brady's "The Monopoly Book", page 92, which also shows an 
American board on its cover; the computer-calculated probabilities were 
given by Prof Irvin R Hentzel in the US "Saturday Review Of The Sciences". 


GO/Go/0.0345904/4.- Old Kent Rd/Mediterranean Ave/0.0238252/38.- Com Chest 
‘1/Com Chest 1/0.0710683/39.- Whitechapel Rd/Baltic Ave/0.0241763/37.- In- 
come Tax/Income Tax/0.0260343/29.- King's Cross Station/Reading Railroad/ 
0.0332449/9.- The Angel, Islington/Oriental Ave/0.0253014/34.- Chance 1/ 
Chance 1/0.0096756/42.- Euston Rd/Vermont Ave/0.0259620/30.-— Pentonville 
Rd/Connecticut Ave/0.0257326/32.- Just Visiting/Just Visiting/0.0253909/ 
33,—- Pall Mall/St Charles! Place/0.0303370/17.- Electric Company/Electric 
Company/0.0310260/14.~ Whitehall/States Ave/0.0258042/31.- Northumberland 
Ave/Virginia Ave/0.0287890/24.- Marleybone Station/Pennsylvania fen lpoaus 
0,.0312800/12.- Bow Street/St James! Place/0.0318117/10.- Com Chest 2/Com 
Chest 2/0.0272474/26.— Marlborough St/Tennessee Ave/0.0334833/7.- Vine St/ 
Jew York Ave/0.03393734/8.- Free Parking/Free Parking/0.0335340/6.- Strand/ 
Kentucky Ave/0.0310290/13.- Chance 2/Chance 2/0.0124010/40.-— Fleet St/In- 
diana Ave/0.0381690/16.-— Trafalgar Sq/Illinosis Ave/0.0355236/3.- Fen- 
church St Station/B&0 Railroad/0.0343378/5.- Leicester Sq/Atlantic Ave/ 
9.0301120/18.- Coventry St/Ventnor Ave/0.0298999/20.- Water Works/Water 
Works/0.0314613/11.- Piccadilly/Marvin Gardens/0.0289385/23.- Go to Seack/ 
Go to Jail/O.0000000/43.- Regent St/Pacific Ave/0.0299534/19.- Oxford St/ 
North Pano le nectve dc O2oedelye2socben nest W/tunm cheese 6/0. 82672977 205— 
Bond St/Pennsylvania Ave/0.0279291/25.- Liverpool St Station/Short Line 
Railroad/O0.0271871/27.-— Chance 3/Chance 3/0.0096825/41.- Park Lane/Park 
Place/0.0244447/35.- Super Tax/Luxury Tax/0.0243572/36.- Mayfair/Board- 
walk/0.0294734/21.- Being sent to Jail/O0.0444049/1.- Been in Jail one 
turn/0.0370041/2.- Been in Jail two turns/0.0308368/15.- 


According to the above list (and the Monopoly Book, page 92, the most 
frequently landed on squares are: Trafalgar/Illinois, GO, Fenchurch/Béo, 
Free Parking, Marlborough/Tennessee, Vine/NY Ave, King's Cross/Readang RR, 
Bow/St James, Water Works, Marieybone/Pennsylvania RR... 


have Marlborough, Bow and Vine streets, % 2000 in cash but no houses yet. 
What should you do? 
Would you purchase houses and run the risk of landing on one af. yeu op 
ponents hotels whence you would have to sell your houses to the bank at 
half price and mortguage your properties to pay your rent? Or would you 
keep the money ready for when you have to pay any rents knowing that you 
can never hope to heve the cash to develope your properties and thus have 
no hope of winning? 


Insurance is your best solution. Pay 686 (that is if I am playing) gi- 
ving you complete risk cover for your next turn round the board. Use your 
remaining K% 1314 to buy one hotel, and four houses on each af the two re- 
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maining squares. 

In practice I find that at first (for some forsaken reason) MY opponents 
only buy insurance when they are down on their knees and almost broke. For- 
tunatly, having yet to find an opponent who sells insurance in competi- 
tion with me, I tend to have a monopoly (to use a pun). 

This element of Monopoly play, once mastered, opens the door to a variety 
of innovations to play; I will add that without insurance I find Monopoly 
too much a geme of chance and monotony. The insurance charges I normally 
make are 19.6% of the risks with a scale of discounts for special busi- 
ness. 


The following part of my article is designed to give the Monopoly playing 
reader greater skill and enjoyment. Insurance can be applied to other risk 
-Factors such as "Assessed for street repairs" Chance cards for potential 
clients with houses. I would not, however. advise the "super-Monopoly® 
player to be too keen on these variations as they ere too much of a 'long- 
shot! risk. 

A good player to insure is the player who owns a set of streets but is wor- 
ried that no player may land on them. This, in principle, works by you ta- 
king the rents that the property may earn in exchange for an annuity (i.e. 
a fixed sum of money paid each time you pass 'Go' so that you can use 

your salary if you should be impoverished. 
There are two factors to be bourn in mind: 
1) Calculate the annuity you pay so that in the long-run you pay out less 
than you receive. 
2) The annuity should therefore vary according to the rents which the pro- 
perty/properties are likly to take; which inturn will vary according to 
the number of players in the game. In this regard the money I normally 
offer for collecting another players rent for him is 12% (of nominal rent 
x number of players - 1). 


If you have thoroughly digested all that I have said, about insurance, so 
far and happen to be very perceptive you will observe that here lies an 
opportunity for the ‘smart opperator' to make a 'killing', without ris- 
king a single V1! 

Example: You are playing with 5 other players (A, B, C, D, E). A owns May- 
fair with a hotel (rent ¥~2000);: 12% x ¥2000 x (6-1) = 41200. Get A to 
agree to handing you his rents and accepting ¥1i200 instead (as a regular 
annuity). Persuade the other 4 players that 42000 is a lot of rent to ha- 
ve to pay and therefore they need insurance {19.6% x “/2000 = 4392) at 

¥392 each time round the board. 

Now the position is that each time round the board you receive ¥1568 (i.e. 
¥392 per person from 4 persons) AND you will pay A #1200 each time round 
the board for taking all his Mayfair rents: making £368 clear profit each 
time round the board for doing absolutely nothing (except convincing your 
rivals that it is a good idea)! You will never be liable to pay any rents, 
for Veurse lt) ob Tor your insuted claents,. es ell) rents wall) be due te 
yourself anyway. This situation is almost as good as owning the property 
yourself... 


Having dealt: with abl the ansuranee i) fecl~sate to talk about, so far (to 
likly future opponents), bear the matter in mind for application with pro- 
perty purchase. 


The basic fete which any Monopoly player has to perform in order to win 
his game is to 'suck up’ more money by way-of salaries, chance cards, rent 
and any other business deals, than he has to pay out. Meanwhile he needs 
to hinder his opponents from doing the same. In short he must perform a 
balance of payments act'. 

At the beginning of the game this is very easy as no monopolies have yet 
been formed and no big house or hotel rents are there to be charged. How- 
ever, what always happens in Monopoly games is that somebody acquires a 
set of streets,eventually. Now-as soon as an opponent acquires a set of 
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streets {lets call him A) the problem begins. A is in a position te build 
houses and charge our player (lets call him B) large rents. Immediately 

B has a dilemma; he is going to have to pay rents which his present sour- 
ces could’ not afford. As improving ones. scores is itself an expensive pro- 
cess, B must improve them now before A charges, by way of rent, the money 
which B will need. This usually means that B just can not afford to wait 
to land on a set of streets of his own (that if there are any going), His 
most probable and practicle resort is to try to buy from his rivals ce 

D, —, and F) any streets he can to complete a set. However his other ap- 
ponents will raise three big obstructions to selling B the street(s) he 
needs: 
1) "If I sell you what you want, you will be able to build houses and 
charge big rents; therefore you should pay me a big price." 

2) "I also share the problem that you do, I need a source of income which 
means I really need sets of property, your money is no use to me cause it 
will only get spent." 

3) "My predicament is bad enough having to pay A big rents, if.J] let you 
have what you want you also will be able to charge me big rents.” 


Vee oes (oa yet Eevee wo ose Ly 


As I said, this situation «rises almost every time you attempt to buy a 
street to complete a set. B's problem is all the more aggravated because 
at this stage of the game he would not have owned the strects or hotels 

necessary to produce the lerge sum of money which his client is going to 


demand for selling him the street(s). 

That has always been my problem too - fortunately I have devised a 
lution. It is a 'tchicken-and-egg problem': A can't raise enough money be- 
cause He hasn't -got the streets; A has not got the streets because C will 
not sell them; C will not sell them because A has not got enough money! 
To satisfy C's reservations and overcome A's problem, what is needed is 
1) An arrangement that C pay no rent on the set, and 2) an arrangement 
whereby A pays C the large sum he wants by instalments out of the future 
rents (i.e. an anuity). How is the annuity best calculated? The same way 
as the annuities in insurance. 


Those are the basics of sophisticated (advanced) property transactions: 
this last part outlined a very useful Monopoly business practice, which I 
named as a sale or lease an TDUDPD (Till Death Us Do Part Terms). 
However before you dash into your next Monopoly game with it let me fill 
in some of the finer points. lest you should smack hard against some un- 
foreseen difficulties. 


Firstly there is the risk of disputes rising from the question of the 
houses and hotels: namely, who should pay for them? Who owns them? Who 
can sell them? And who gets the money if and when they are sold? 

One solution would be for both the partners to split it all 50,50 and do 
everything by their unanimous joint agreement: I would not recommend it. 
The serious flaws in that are 1) One partner may not always have suffi-~ 
cient money ta pay his share of the costs as whenever he is required to; 
2) When you need to sell houses to raise cash, the other partner may not 
be agreeable.- Another solution (1 think its INSANE!) is to let all the 
responsability for and ownership of the houses belong to the partner that 
draws the annuity. However as his annuity (his income) will not be direct- 
ly affected one iota by whether there is or not any houses his probable 
course of action will be to always sell the houses (to get money) and ne- 
ver to buy any (to avoid spending any). I suggest therefore that the mat- 
ter of the houses should be solely the concern of the partner who pays 
the annuities and collects the. rent. 


Next question is should the player who sold on TDUDP terms have to pay 
rents on the streets in question? I would recommend not, because 1) He 
would otherwise:-probably not agree to the deal in the tine) pleca,2)-a6 
would make him less reluctant to lend you money or help you build your 
houses up. 
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Should it be that the last two players remaining in the game are partners 

‘to this arrangement then a problem of finance arrises for the 'manager of 

the properties'. He has to pay the other partner -an annuity, but there is 

nobody whe is left to pay the rents so that the manager can raise the cash 
to pay the annuities with. I suggest that at that stage the manager should 
sell up any buildings, pocket the cash and the position should revert back 
to what it was before the arrangement was made. 


Then there is the problem of one partner going bankrupt before the game 
ends. This can really be the most difficult problem unless a procedure is 
agreed. From this aspect the name of the scheme derives itself. I would 
Suggest that if a player has not sold his interest before going bankrupt 
then the interest of the bankrupt player should belong to his partner. Re- 
dards any sales THERE is no dafficuity in the anuity holder selling his 
right; that is acomplished by no longer making the payments of annuity 
over to the vendor but instead making them to the purchaser; or alterna- 
tively the vendor hands its annuity over to the purchaser. A problem does 
however arise with the person who runs the property in as much as he is 
liable to the person receiving the annuity to ensure that that person 
still gets his annuity, immunity from rents, etc. He therefore can not 
sell unless he can get the annuity holders! permission or can get the new 
buyer to undertake to meet the consequent liabilities involved with the 
property. That should, however, reduce the price and make property tra- 
ding easier and more interesting. 


Right! well that has wrapped up all the possible problems except actually 
doing the business. I recommend thet that is effected by the seller hand- 
ing over the deed(s) in question to the buyer and the buyer handing to 
the seller a scrap of paper with the inscription “In consideration of 
Picadilly (or whatever street it is) on TDUDP terms I shall pay the bea- 
rer X-pounds..." Thereafter the holder of that piece of paper collects 
his ¥X each time his figurine passes Go and can sell his bit of paper 
(with the right to collect regular installments from the player who wro- 
te the above document) to any other player on the board whenever he choo~ 
ses. 


((wlh. Monopoly, cf also: “Games & Puzzles" 1,16 (history); 6,26 ‘{Sugges- 
ted Rule Changes); 34,6 (Who Invented Monopoly?); Sid Seckson, A Gamut of 
Games, p 8 (history); E 6-8,7 (Sayre, The Monopoly Book); Albion 46,12 
Corobabilities); “Speculum” 2,5° (PEM verrant) o=)) 


THE INTERNATIONAL MONETARY GAME (wih) 


A Monopoly-like game board and gama-system - instead of streets you may 
buy companies (in the form of military-industrial complexes, oil, steel, 
railroad, and automotive conglomorates), and, like in Monopoly, you'll 
get more dividends and profits (if another player lands on a company you 
own), if you ewn two or more similar companies. Innovative is that four 
different currencies (dollars, marks yen, pounds) are used: each company 
belongs to one of these four money-systems; there are two Stock Exchange 
fields on the board: if a player lands on one of these fields, the ex- 
change rates get changed, giving different and changing relative values. 
Since you pay the companies by check and since profits too may be payed 
by check, the changing exchange rates may influence. your sutcess very 
muchs you have to pay all your debts (i.e. checks) when you land an a 


bank field... And, of course, you also may speculate in trying to exchan~ 
ge the ‘right! currency at the right moment (but only when you are on an 
Exchange or Bank field)... Some humour (?): the Swiss Bank has the name 
"Swiss Gnome Bank", "Tinktoya"™ is the neme-.f the Japanese Motor Co, the 
German one is called “Bavarian Dwarf Works" (showing a VW), amd "United 
Napalm" has to be”? with dollars... The inventor of the game, Steven 


R Lorenz, replied to my complaint that too much of math is to be used to 
figure out the prices in different currencies, that he now is trying to 
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design some kind of table to take. the difficulty out of figuring exchange 
rates. He is a mathematician, therefore for HIM it was no problem to play 
the game... 

((Steven R Lorenz, The Piker Game Co, Box 427, Verdugo City, CA 91046, 
USA.- 8 plus postage.- By the way, in winter, he wrote, "I hope to pro- 
duce my first wargame for public distribution. It is to be titled !Pan- 
Zor UIVI Stones tern Pront att beo).) anclucume (> Seenartas <)>) 


BLOCUS (by Michel Liesnard, Belgium) 


Game material: two boards: a plastified black one and a cardboard blue 
one, each divided into 256 squares (16x16); 11 pawns (4 black, 4 white, 3 
red); these have a very attractive and’ modern-looking design which makes 
the game quite spectacular; 300 cardboard die-cut counters, 100 in each 
colour; a rules folder (in French); a cardboard game-box. 


This game, invented by Armand Jammot, the well-known speaker and games 
Director of the French TV, is said to be “as interesting as chess and sim- 
pler than Go". A fan of chess would certainly disagree with this state- 
ment but it is undoubtful that the designer drew his inspiration from 
both games. Indeed, the player's goal is to conquer as much territory as 
possible, like in Go, but the pawns can be moved on the board, as in 
chess. 

Roughly, each time you move @ pawn on a square which has never been occu- 
pied before, you put a counter of your colour on this square, which then 
becomes impassable to every player, including yourself. In this manner, 
each player builds little by little coloured ‘walis' which demarcate the 
territories. Pawns are 'scuttled' when they have lost all their posibili- 
ties of movement and the game ends when a certain number of pieces have 
disappeared from the board. Then each player counts the FREE squares sur- 
rounded by his counters and the winner i the one who owns the largest 
territory. 

Moves are made diagonally, vertically or horizontally, without possibili- 
ty of combining directions, and each pawn is only limited in his move- 
ments by the edge of the board or enemy counters. During each turn, one 
can move all his pawns, some of them only, or none. 

The game is for two players (4 pawns on each side) or for three (3 pawns 
each). 


In conclusion, this is not an over-average game but a good training for 
future Go-players and a funny thing too. 


(feds tinns haber t battant, OC Piece Sa npe or otoe f= (suuG raga. bmence, 
ca S10.) ) 


(By the way, Go: London Go Centre, 18 Lambolle Place, London NW3 4RG;3 
LTASsSOobl ation Prancaise de Go; Cate Le freat d'‘union, 122) nue de-Kennes, 
Paria: View errences) 


DV RISE Catto 


Sold for $1 (yes, one dollar only) by Chess & Games Unlimited ("World's 
Largest Game Store"), 10868 W Pico Blvd, West, Los Angeles, CA, USA); 
You get 6 pages of rules, 3 pages of explaining diagrams. There are ad- 
ded non-player-controlled pieces to the game: machine pisces, allowing 
“luck and shrewd guessing" to enter intc the game of chess, These Machi- 
ne Pieces (Ducks, Transfer Units, a Leveler). really "provide an unlimi- 
ted number of surprises"! "Ducks wander in formation over the board and 
obstruct movement. Matter-Transfer-Units transmit picces from one [Trans- 
fer Unit to the other, clear across the board. And the Leveler moves 


around the board, destroying everything in its path." 


MARK SAHA writes: “For $1 I never had so much fun in my Perel ol ohne 
ver stop laughing!" "This variant might be classified as a crass between 


sactibay GBR Pe SHORT NOTES 


a wargame and a scie'ce fiction (matter transmitters & Leveler) and surre- 
alistic fantasy (flocks of ducks wandering blindly around the board and 
generally getting in the way).- Besides being fun, this variant is very 
practical to have around. If you are very good at chess, or vice versa, 
it often happens that two players are too mismatched for a game to be fun 
‘Ceveler \Chess :2s the teanswer. Li's so wild and fun that ability mas tateis 
to do with the outcome. (But you can develop opportunistic strategies if 
you are alert!)." 


For one dollar you can't ge:. wrong, I would say. 


(By the way, another Chess variant. seems to be "Checkmate", available by 
Robert F Billingsley, Route 6, Box 402, Conway SC 29526, USA, for $5 in- 
cluding postage-fees to Europe, USA: £4.25: as the ad says: "a dynamic 
version of chess", "chess played with cards";"added strategy: point accu- 
mulation, pawn liberation, instant attack action". The game includes: 
cards, game board, and complete instructions. Has anyone some experiences 
with this game? The game's ad was in Don Miller's "“Gamesletter"; the ca- 
py 1 ordered should arrive in some days, I hope.) 


SHORT NOTES 


CONQUEST: "The Strategy Game that play like chess on a map", in which 
you make "29 moves per turn combining land and sea operations to outwit 
your Opponent" (cf alse: Sk1T_50,37; PF 61,23) is really a very interes- 
ting game. (Somebody out there will write a review?); they released a 
new gameboard ($45) in 4-colors; black & white voard: 3.75, PBM-game- 
cards #14 (dozen); 52 metal molded playing pieces 7% (or: full game set 
with metal pieces: £14.-); Conquest~Puzzle Books 1-3: f-,75 each. (Such 
a puzzle was given in "Spartan" 6, p 47). Available by: Donald Benge, 
1122 West Burbank Blvd, Burbank, CA 91506. 


MASTERMIND: (cf S&T 41,40; Albion 44,19; E 2,113; Albion Bids OAS Gee a aden 
23,10; 41,36) "The makers of Mastermind are cashing in on their success 
by producing Mini Master Mind, a pocket version, Mastermind Deluxe, with 
5 colours and 8 holes, end Mastermind Royale, with both colours and sha- 
pes, for 2-3 players." (Christopher MacLachlan, UK). 


OIL GAMES are in nowadays. Tom Fowler (USA) sent me a clipper informing 
about "Petropolis", designed by jetsetter Baron Arnaud de Rosnay, husband 
of a Bolivian tin heiress. In the “Toronto Globe" (June 16th) it is des- 
cribed as "a sophisticated takeoff of Monopoly"; the leather/gold/silver 
version only costs £790, including a Hermes calculator... a eneaper VeL— 
sion without calculator costs ‘only' £155; a cardboard version will be 
available toward the end of the year for ca 415... 

"British shops are stocking a game called "North Sea Oil", but after a 
brief look I was not much impressed - the usual sort of race game, I 
think," (Christopher MacLachlan, Scottland). 

"King Oil" "is available from the Milton Bradley company and may be car- 
ried by European distributors of their games. The price around here is 
from $7 to %10 depending on where you shop. It's a very enjoyable game." 
(Len Scensny, USA). According to Paul Wood's review in MGR 12,7 the game 
includes drilling for oil, buying properties, building pipelines, etc. 
Sounds really interesting. ((Len, can you buy me one copy for AT and 
toll me the postage-inclusive costs? I'd be interested to play it.)) 
Finally, don't forget Dave Watts! (32 Eastleigh Dr, Milford Haven, Pembs 
SA73 2LY, UK) "Oil Depots British Isles", using the "Railway Rivals"- 
system - still one of the cheapest games around; the game now got new 
rules a - o. ("Players build refineries 
and depots, refine and transport oil by ship, rail and road. Profits may 
be used to establish more depots.to get more trade be eer ory. . 


RAILWAY RIVALS: New kit: lJ: “Mersey and Humber" (from Dave Watts, 42p 
like all_the other exciting RR-kids; el gee ise Sere lee 


Tic TAC TOE <P 0 SES 


EebO/tis. 23 DAVE WATTS: WATTS GAMES 
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WATTS GAMES (by Dave G Watts, UK) 


((wih. This is a Company Profile of, 1 think, a very. typical hobby, i.e. 
non-prafessional, company... You all, I hope, got to know in the mean-ti- 
me at least one or the other of the "Railway Rivals" kits, if not, you 
really should get now the one or the other - or, better, all of them: 
each is really different - and all are extremely cheap, 42p each, plus 
postage. As you know: “players build, operate and extend competing rail- 
way systems"; cf reviews in E, Albion, S&T, several Dippy-zines.)) 


EMPLOYEES: 2, very part time: one unpaid Dave G Watts, works an average 
of two hours a day, if his other hobbies let him. One wife, average one 
hour a day, for which she is paid 15p per hour (and worth every penny). 
She does most of the mail, enters correspondence in a day book, sends 

off straightforward orders. I do the rest. 

ACCOMODATION: part of a loft room. 

FINANCE: From receipts of sales of books and games. 

BUSINESS ACTIVITIES: Sale of my own books and games. Sale of other peop- 
le's books about games, etc, or any UK book to order. Virtually all trade 
is by post, though visitors are always welcome. 

MANUFACTURE OF GAMES: Games are playtested by volunteer groups of school 
children, every Monday, September to March. Trial runs (normally of 100 
copies) are printed by me on a little hand-printer. Then the full version 
is printed professionally by one of several local firms, usually inelu- 
ding some corrections and modifications from experience of the trial run. 
The speed at which new games appear depends mainly on finance (how much 
money has come in from previous sales) and time (too many hobbies, and 
must sleep 9 to 10 hours per day). 

SELLING METHODS: Games are cheap because buyers have to make them up and 
colour the boards, from instructions supplied. Sales are mainly from per- 
sonal recommendations; few advertisements or reviews produce more than a 
handful of sales. So my customers not only do a lot of unpaid work in MA-= 
KING, but also in SELLING the games. This has great financial advantages 
from my point of view. 

INTEREST IN EUROPE: Equals Europe's interest in me. Actually, exports ac- 
count for 10-15% (increasing) of sales. Best customer: USA, followed by 
Australia and Germany. Overseas prices 10-30% higher than UK. 

RESPONSE TO CORRESPONDENCE normally within a day. Like all manufacturers, 
T take note of all suggestions that fit in with my own ideas, and ignore 
all those that doen't, 
QUALITY. OF PRODUZT matches the price, i.e. low: rules are simple enough 
for children; plenty of scope for you to add your own complications. The 
producer is unable to cope with complex notioms, and regards any game ta- 
king more than 10 minutes to understand, or involving more than ly pages 
of rules, as too complicated. 

FUTURE PLANS: I retire from teaching in 1993; if you can wait till then, 
games will appear much more frequently... 


((wlh. I may quote here RICHARD BERG (USA) who wrote: "I was quite fasci- 
nated by 'tRailway Rivals' - I've always wanted to indulge in model rail- 
roading - but feel that the wargames (of Dave Watts) are a mite too simp- 
le for the average, voracious gamer. They are, however, a gigantic bar- 
gain at the price, and, considering the intent, are quite well done. Any- 
ane who is interested in games should grab a copy or two of the warga- 
mes. You could always beef it up - it lends itself to that quite readily." 


"VRaiitway Rivals": 42p each Kit: 1A: 5 E— Wales, 1 Bs: London-Liverpool, 

1 C: Wester USA, 1 D: NY-Chicago, 1 E: Atlantic 4 | Braves iP eoeateame), 
1 G& Central Scotland, 1H West-Canada, 1 J Mersey & Humber.-~ Wargames: 

Penninsular War, Pennine War, Marching to Richmond.- Books: several ga- 
me and other books.- Ask for free detailed prospectus! US-agent: Flying 
Buffalo, PO Box 1467, Scottsdale, AZ 85252, USA.= 
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WORLD VARIANT BANK, EUROPEAN BRANCH 
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Xeroxed copies of the following variants are available from me (at cost, 
plus postage); the name of the variant is followed by the name of the de- 
signer; in brackets the number of pages (rules + maps); a question mark 


2 > 


means that the copy of the variant doesn't look to be well xeroxable: do 
you have a better copy which you could send me? 
BERRATION I,11I/Davis (441)? CLANS/Hoheisel (441) 
BERRATION III] = Imp XIII COAST RUNNING/Verheiden (2+0) 
ABERRATION IV/Walker  . (241) COLD WAR/Blackshaw (241) 
ABERRATION IV: clarification(4+l) COLLAPSE DUAL EMP/Wein Cae) 
ABSTRACTION/Davis (54+1) COLONTA/Hyatt - (4410) 
ABSTR/ATLANT: clarificetions(1+0)  CONFEWSHUN/Staples (140)? 
ABSURDITY/Davis (242) KONPHUZION/*", French (140) 
ACTIVE NEUTRALS/Sacks (140) CONTINENT/Philips (1+2) 
ADAG NINE MAN/Naus (1+0) CRYPTO/McCalium {1+0) 
AIR-SEA I/Tretick “(1+0) DALARNA/Leeder Co) 
ALABAMA/Bart (1+2) DALARNA I /keéeder (3+2) 
ALGERNON/Galloway (141)  DIADOCHI IlI/Vedder (2+2) 
ALGONQUIN PARK/Leeder (2+ ) DIADOCHI IV/Vedder (1+2) 
ALLAH AKBA'AR/Robertson (441)  DIPLOMYOPIA/Hemming (2+0) 
ALTERNATE WORLD I/Perrin 140) DOWNFALL LOTR, RETURN/Patterson( 341) 
ALTERNATE WORLD Il/Perrin 1+0)  DREADNOUGHT/Burkett (140) 
AMERICANA 1860/Tilson 1+2) EARTHSEA/Gelloway (3+1) 
AMERICANA 1860/", French (342) ECONOMIC I/Miller (2+B) 
ANARCHY I/Miller 1+0) ECONOMIC IV/Davis (440) 
ANARCHY I11/Pulsipher (ay = 2ee5/ Bavis (343) 
ANARCHY V,VI/Pulsipher (140) ESPIONAGE/NGC (440) 
ANCIENT EMPIRES I/Boyer Tl) EUREPE. A (2b/ Bayes (2+4) 
ANC HEBREW KINGDOM/Rieh1 1s) > -EX€ALTBUR/ Clark a) 
ANC HEBREW KINGDOM/", French(2+1)? FEUDALISM IIl/Walker (Imp X) (1+6)? 
ANGLO-SAXOMACY/Pulsipher (141)? FINK/Mahler (140) 
ANONYMITY I/Miller (1+0) IVE, SIX MAN/? (1+0) 
ANONYMITY III/Miller,Pulsiph(1+0) FLINTLOCK II/Leeder (420? 
ANONYMOUS/Lovibond (140) FOUNDATION/Mulhauser (543) 
ANTIGONI ISLES/Hayward (142) 473 AF/Hubbard (142) 
ATLANTICA I/Davis (442) FOURTH DIMENSION/Swanson, Jeff. (2+0)? 
ATLANTICA II/Davis (6+2) GERMANY VS THE WORLD/Davis (2+1) 
AUCTION/Wheeler (2+0) GESTA DANORUM I/Leeder (2+2}? 
AUTO/Walker (2+0) GHODS/Pulsipher (14+0) 
BALKAN WAR/Wheeler (240)? GLOBAL/Pulsipher (141) 
BARBONES, JEFFERSONIAN/Mahi. (1+1) GREAT PATRIOTIC WAR/Palmer (6+0) 
BAWTINHIMER/Bawtinhimer (141) GUELPH/Bawtinhimer (141) 
BETWEEN GALAXIS Il/Pulsipher(1+2) HARD CHOICE/Efraon (14+0) 
BLACK HOLE I/Bart (14+0) 149 BC/Mayernik (= W b Balkan)(1+1)? 
BLACK HOLE II/Nelson, Drews (1+0) HYBOREAN AGE Ii/Labelle aan 
BOLSHEVIK/Patterson ere Ady HYBORIAN AGE/Gygax a2 4 ) 
BOLSHEVIK/", French (240) HYPERSPACE II/Miller (240) 
BOURSE/ (2+0) JIHAD I/Vedder (344) 
BRAVE NEW WORLD/Peery ( +8)? JIHAD I1/Vedder (2+4) 
BREAKTHROUGH/Alderson (140) IMPERIALISM VIIR/Miller(French(4+6) 
CARTHAGE/Patterson (4+0) IMPERIALISM IxX/Patterson Cees) 
CAT/Melchior (141) IMPERIALISM XI11I/Walker(Aber.3(2+3) 
CHAOS/Miller (140) INTERSTE LLAR II1/Pulsipher (ee) 
CHAOS II/Feron (Engl/French) (?+0) INTERSTELLAR IV/Prévot(Fxrench) (4+1) 
EHAOS IIl/Feron, French (140) INTIMATE Ia/Baird, Doubleday, Hw(3+0) 
CHALKER 9-MAN/Miller? (isa IRISH/Walsh (14+0) 
CHINESE/McCloud (141) KONPHUZION, cf Confewshun 
CIRCLE/Ronson (Engl, Pau LIMA/Macedoni (221 2 


CITIES IN FLIGHT/Galloway (2+1 LIMA Il/Liesnard,Macedoni(Fr) (1+0) 
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WAR OF THERING/Pulsipher(Testver(5+5 


PARA~TIME/Miller 4+0 
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( 
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LIMA IlI/Liesnard,Maced.(Fr)(2+0) SCOTICE SCRIPTI Il1/Comber,Walker( 341) 
LOGICAL IIl/Pulsipher (140) ¢°SGOTICE SCRIPTI ITI/Boyex (2+5) 
LORD OF THE RINGS/Key (341) 1701/Homeier (141) 
LUNATIC I/Galloway (J+1) 2776/Vedder (ancl clarifications 7+4) 
LUNATIC I1/Galloway ( ) 1618/Rosenberg (ea) 
LUNATIC IIlI/Galloway ( ) SIX=MAN, FIVE-MAN/? (1+0) 
MACEDONI/Macedoni (French) (441) SPIDER KING/Robertson (2a 
MAD/Lovibond (1+0) TEMPUS CARTHAGONIS I, cf Carthage 
MARCHERVAP/Lovibond (3+2) THIRD AGE/Libby (2+1) 
MARUMBITZI/Lovibond (3+1) THIRD AGE/Libby (French) (641) 
MICHIGAN/Beasecker (141) THIRD AGE II/Morris (442) 
MICHIGAN/Beasecker (French) (2+1) THIRTY YEARS WAR (1600)/Neuman (444) 
MIDDLE EARTH I/Wright (2-1) 3x3 TEAM, ITALY OMITTED/Milier  (2+0) 
MIDDLE EARTH II/Miller (241 3x3 TEAM, TURKEY OMITTED/ (1+0) 
PURGES BAGH LI, Med bere Crap (eae 3x3 TEAM + WILD CARD PL II/Mill.(24+1)? 
MIDDLE EARTH IV/Mebanes (241 1000 AD/Lovibond (14+3) 
IDDLE EARTH V/Pulsipher (1+1 TRI-STATE/Broaks CizED) 
MIDDLE EARTH VII/Pulsipher (141) TWIN EARTH/Miller (French) (2+0) 
IDDLE- EARTH VIII/Pulsipher (1+4) 260 AD I/Rosenberg (2+2) 
MILITARISM I/Pulsipher (240)? UNITED STATES Il/Davis (8.1975!).(2+1) 
MILITARISM II/Pulsipher (341 WARS OF THE ROSES/Sandell (443) 
(TEI PARISM DiT/Puleaphex (1+0 WESTPHALIA VI/Mahler (1+1) 
MORDOR VS THE W I/Alderson (241 WIKING/Ronson (French) C2er 
ORDOR VS THE W II/Miller (2+0) WITCHWORLD I/Robertson (341 
ORDOR VS THE W IV/Miller (641 WITCHWORLD II/Pulsipher (2+1 
MULTIPLICITY/Walkerdine (1+0 WORLDIPLOMACY/Manfredi (643) 
NAPOLEON'S EUROPE 1795/Drews(14+1 WORLD WAR IV/Langs (242 
NINE=MAN I/Miller (3+1) YOUNGSTOWN Il/Walker 1+6 
NINE-MAN VI/Cline (242) YOUNGSTOWN IIl/Walker (French) 3+6 
INE-MAN VII/Cline (241) YOUNGSTOWN VIII/Vedder 2+4 
1934/Staples ( 2+0 
1958/Calhamer (1+1) \ 

( é 
PERSIAN/Janta-P. (241 GIBRALTAR/Janta-P. + ) 
PERSIAN/", clarifications ( . : 
POUREGT | peeve Cena ee a) 
LA REVOLUTION/Robertson (442) Simple Dip Variants/Pulsipher 3+0) 

( 

( 

( 


SATRAP/Harris, Dunn 2+1)? 
SCHIZO/ Bullock 1+0) Addendas: cf "Bumm" 
SCACCHOMACY /Kadlecek 2+0 
Postage Costs (in brackets: 1.1.76)Xerox costs. (at cost): 
P=3 pages: Gre}. 40 (SO) Zee To-pagets oF R28 
dee pages oct eet lat te Money should be sent either to Walter 
Sah pest Oe fol (te OR beOgna aS : 2 
1B-42 peo Ut OO coe Luc Haas, Postfach 7, CH-4024 Basel 24, 
ea ‘i ‘ J Switzerland (Giro-account: 40-61365), 
Letter : SFr -~.60 (-.90) 20g NO CHECKS, or the ISE-system should 
Letter ye Shr. Deeb el eel) 50g . ‘be used. 
) 


(¥1 = ca 5.40 - 5.50 


The WVB does not intend to replece or compete other existing VBs, nor 
does it see its main function as a kind of variant-shop. Other VBs, pro- 
ducing mimeod copies of variants, might sell cheaper copies: we suggest 
that you first try to get your variants from one of these cheaper sour- 
ces. 

The purchase of a variant does nat include the reprint=-permission: this 
normally cen be given by the designer/publisher of this Variant a) ons y 


(The WVB, founded 1974, is mainly an archive; WVB = NAVB + EVB.) 


Delivery by printed matter mail. 


be Peewee FANTASY/DIPLOMACY 
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wilh. Sorry, again the Diplomacy part has to be very short, by several rea- 
sons: the huge amount of CoSim-material (of which I still could not pub- 
lish all which I got in the last weeks), the lack of outside-contributions 
to the Dippy-part, the fact that I publish a Dippy-zine ("Bumm") too; but 
also: I wanted to publish two variants or one of them: Enrico Manfredi's 
"Worldiplomacy" and/or Martin Janta's newest one, "Gibraltar Diplomacy"; ~ 
but: first, the maps (offset) didn't reach me in time, second, both, es- 
pecially the second. one, are very long ones: maybe I'll have to publish 
them in "Bumm", end in instalments. 

There I antend to publish the clarifications for the "Persian Variant" 
too. 

Then I intended to include my 7-pages-Dippy-zine-reviews of B 7/8 here 
too: I even printed these pages already: but weight-limits don't allow me 
to mail more than 102 pages (or I would have to pay much more postage- 
ei 

But I still intend to have some regular Dippy~pages in E - and I hope 

that you will help to do it: write something which could interest non- 
Dippy players as well ~ and which informs them about Diplomacy! 


I want at least inform you about two very interesting Dippy-like games 
(or somewhat more than games?): both would deserve to be described in se- 
veral pages - I fear I only can use the rest of this one...: Get p oD 


1829 


JAN FINDER (PSC Box 614, US Air Base, I1-33081 Aviano, Italy, publisher 
of the "Spang Blah") describes it like this: "As to the diplomacy game 
that lin an ates eulong Story. Basically, a2 2s) based en the .Congress 

of Vienna. One year in game time is one year in real time. The year is 
now 1829, and there are some 20 players or so." He also mentioned once 
that this game is now going on for years. 

RICK LOOMIS (of Flying Buffalo) explains: "The 1829 game is played on a 
real-time basis. Each month of real time, a month of game time passes. 
This is quite a game which involves mailing out lengthy and fancy docu- 
ments (if you wish) on a regular basis. There is no “moderator" or "ga- 
memaster": the players simply mail their moves at a prearranged time to 
all the other players. Apparently the game will go on forever. It is qui- 
te a bit more involved tham regular Diplomacy." 

In the mean-time I got several of those documents - mostly excellently 
printed (offset!) pages; since I never got any rules, I didn’t quite un- 
derstand all of it yet, but maybe with some more studies... Anyway, if 
you should be interested, contact: Mr M Cheak Yee, 2207 N 59th Ave, Phoe- 
MaaK one ne BO en LSA: 


Creative Simulationworid, Domecouncil, Itchanworld, etc. 


Uff, only ca 15 lines left to explain something which got explained to 

me in“5-paged letter accompanied by a 16-pages document... I hope Pawl 

(Paul Meerts, Badhuisweg 211, Den Haag, Holland) will write a 1-2 pages 
explication for you to be published in E 12 or 13. 

Tf I understood it correctly, there are several people around creating 

their own simulation-world ("Spokanie" e.g. was created by one person, 


who - over years. of working hard - wrote down thousands of things and 
creating in such manner something like a real state: Spokanie has its 
own language — an independent language! - maps, a kinc of address/phone- 


book, etc.). Several states like this exist (Estalonie, Wavie, being 
parts of the Islandstates, and Historicon, and Middle Earth...), and so- 
me are members of Domecouncil, a kind of UNO for simulworlds. Paul's 
simulworld has the name Itchanworld, and in the Itchan Institute he col-~ 
lects as many as possible simuldocuments (Itchan Archive), even such ge- 
neral simulationdocuments as "Europa". 

Now, three of our readers are members of the Historicon: I hope they 

will correct what I might have explained incorrectly. Anyway, it's fasci- 
nating, es a hobby or as a philosophy. 


Eo eLU/ oie FANTASY 
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NEXT ISSUE should bring a (probably alphabetical) list of ‘all’ SF/F ga- 
mes - or at least a first part of this list, including addresses, prices, 
short descriptions. Also some reviews (which I have in hands - and ‘others 
which I hope to get from you soon, may I?). And, of course, part fil of 

Gary Gygax's "D&D" series, and, probably (space permitting) zine reviews. 


TSR: cf page 1; IM OWnG@eorin a et 6 73 (the first set of games was sold cut 
within a few days; the second delivery just serivedic = Men Ee ent Bese 
tal Throne", US-price £25, will arrive here in Det; introductory price 

of plo iwakd probably go up later (%25 would be SFr 70.-, not SFr 60 on- 
jy:..).- Fer more detailed info: cf former issues of —E - and e le. 


ZINES: Besides "The Strategic Review" (cf p 73)(all back-issues ere 
available), and "The Space Gamer" (cf p 48) I would like to mention again 
‘The Spang Blah" (Jan H.Fander, PSC Rox 614,-US=Air Base, I-3a081 Aviano, 
Italy) which has lots of Sf-info (cons, addresses, reviews, etc), then 
“Supernova” (Rick Loomis, Flying Buffalo Inc, PQ Box 1467, Scottsdale, AZ 
85252, USA, 5/32) who just wrote me: "ttm working on the next issue af 
"Supernova". It is overdue, and I hope to make a large issue with a fancy 
cover dn booklet form". I suppose you shouldn't miss at, if you are in- 
terested in really good info/reviews on SF/F-games.- The Bulletin of the 
Tolkien Society is "Amon Hen" (<tuart & Poste Charks G6 Valley nd, Eiver= 
pool, L4 OUD, UK) (1.50/25: membership), with news, poetry, meeting re- 
ports, book reviews, quizes, and zine reviews. ((By the way, Stuart/Ro-~ 
sie, I never got issues eee especially...though tT heard of 17..!)).- 
"Fanzine Fanatigue”, (Keith A Walker, 2 Daisy Bank, Lancaster, Lancs, UK) 
(10p) gives lots of Sinearey ews. nen & would eke ee mention here al- 
so a Dippy-zine which always informs not only about a lot of other Dippy 
zines, but too about other (incl SF-) zines: "Speculum" (Dave Kadlecek, 
Box 802, Univ of Santa phere. Ch ozouos, USA)(10/%22 USA; GO- F520 E/UK,de- 
pending on mail-system used).- Last not least, "News From Bree” (Hartley 
Patterson, 7 Cambridge Rd, Beaconsfield, Bucks HP9 1hW, U \(free!) - 
letters, book reviews, zine plugs, etc. ((Hartley, may I get issue £55 pL2) 


With these zines, I feel, you will easily find the way to all the other 
- yines which might interest you - and the first three will inform you 
about games too. 


DIPLOMACY/SF: Page 26 of this issue will have informed you about two ga- 
mes which are, I understand, a mixture between Diplomacy and Fantasy. 
Diplomacy variants with some Fantasy flavour you will find mentioned on 
pages 24-25 (I mean: some of them are alike). 


SF/FANTASY-FANS: I know there are several among our readers: DP wade “b= 
ke to get YOUR zine/game reviews, your comments and opinions - rather 
than being forced to publish my own ones. And, as in Co-Sim reviews, l 
would. like to have reviews/opinions of several of you on the same game. 
My I hope that you will contribute too? (In the moment | have only a few 
reviews and opinions in hands, ca 5 pages, I suppose: I'd like to have 


much more! ) 
EN GARDE is a fantasy, D&D-like game: cf p 54. 


GHRCERER (SPI,.44 East Zand ot, NY, NY 10010, USA)(%9, released: end 
Qet) is described (in S&T52) as "the game of magical conflict: demons, 
trolls, air dragons and sorcerers; teleportation, conjuration, magic 
bolts and vortexes; full, four color map and GpuUnterSe) te. es Ua multi 


scenario game with soliteire and multi-player versions", 400 double-si- 
ded counters; etc. It's the firet fantasy edventure of SPI ~ and I real- 
ly wonder how i¢° worked oUt — whether 2% 25 just a modificated wargame, 


like actually a lot of the existing SF/F-games, or whether they made so~ 
mething really innovative. 


AH (after GDW'e "En Garde" and SPl's “Starforce Alpha Centaury", “Sorce- 
rer" will make its Sf/F-game debut in spring with "Starship Ingo Si 


——— 


THE ‘VANITY ROLL! (by Tom Oleson, USA) 


During our games Oktay Oztunali (a Turkish nuclear physicist, familiar fi- 
gure around SPI, and one of the top few world wargamers, not only in my 
opinion, but that of most of those who know him, and last but not least, 
an erudite and charming person, as at home in a discussion of ballet or 
sports as gaming) and I used a gimmick that I find wargamers either love, 
or hate. I call it the 'vanity roll’. 


At the start of the game, a die is rolled to see which player starts off 
holding the right to use the vanity roll. 

And what is this oddity? Simply this: if you have the vanity roll, and 
you do not like a given die roll, whether yours or your opponent's, you 
can call for it to be rolled again. THEN, the vanity roll goes aver to 
your opponent. When you are making a do-or-die attack, and your troops 
are repulsed, what joy to be helding the vanity roll: 


LIMITED INTELLIGENCE IN CO-SIMS (by Herman Vos, Netherlands) 


“Limited intelligence makes a CoSim-game more interesting and realistic, 
but I still have problems with getting this into practice. Several games 
(and I am thinking here of the tactical armored combat games, that I pos- 
sess and in which LI occurs) specify in their scenarios: deploy face-down, 
use 6 dummies, for instance. 

And there they are, say 20 units on the map, showing only their blank 
backsides. It's nice to know that your opponent doesn't know about your 
deployment. He will only get to know it by spotting your units. So, you 
may move face-down units for several game-turns. At that moment the pro- 
blem- arises for you too: who is who? Your opponent doesn't know, but you 
may have forgotten the placement of some of your units too. Only the 
players with very good memories may be able to remember without looking 
again which of his units are where, and which counter is a dummy only. 

LT therefore can be rather clumsy when plotting your own movements. 


Actually, the solution of this problem is quite simple: put the counter 
vertical, showing its designation to you and its blank backside to your 
opponent at the other side of the gameboard. It creates the possibility 
to use as much dummies as you like, while you still can keep good survey 
of your real deployment. Spoof your opponent and drive him mad! 


Needed: some glue and firm paper, and a little patience and time. Figure 
1 shows the piece of firm paper, the dashed (---} lines show the Tolding 
lines; figure 2 shows where to glue; figure 3 shows where you will put 
the counter. ({Herman has added two more figures showing how the board 
looks like with these counters on and how easy they can be moved ~ but 
I don't dare to copy them: my drawing capabilities are too poor; ‘wlh.)) 


XN 
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((wlh. There would be, 1 suppose, two much simpler remedies to this pro- 
blem: we - better: the game publishers - could cover the backside of dum- 
“my counters with a kind of plastic; with a washable colour, like china- 
pencils, lumocolor, etc, we then could mark a code~Lletter there, chang- 
ing the codes of course in each new game.- Or: use some fully blank coun- 
ters, mark them with a letter or number; on a piece of scratch-paper you 
note which of youx units is designed by which latter/number. Using this 
system, you may even take thase blank coloured counters of which each of 
us probably has a large collection - these look much nicer, of course, 
than the dull white dummy counters we get with our games. )) 
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racterize the units in a game. The values in the SPI tactical naval game 
"CA were probably derived in the following manner: 

a) each movement factor represents five knots in speed, 

b) the offensive strengths are weights of broadside in thousands o 
pounds per minute (cf S&T 38,9), 

c) ranges are approximately one-half maximum ranges in thousands of 
yards, 

a)..defensive strengths are approximately one-half the displacement in 
thousands of tons. 
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The values in the Avalon Hill game of "Jutland" can also be related to 
the ship characteristics: = 

a) each speed factor represents about 2.5 knots, 

b)- British ship gunnery factors are 1 GF per 3,2 thousand pounds of 
broadside per minute, German gunnery factors 1 GF per ~.4 thousand 
pounds of broadside per minute, 

c) protection factors are the number of hits (from Dunnigan’s analysis) 
which would sink a vessel if received in one turn (10 minutes). 

(If the critical number of hits is not received in a single turn, reduc- 
tions are made in armament and then speed. The difference in the weight- 
ing factors for gunnery is presumably to compensate for poorer British 
gunnery and fire control. 


HT 
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The ship data required for these calculations can be found in various 
sources, most notably the familiar annual Jane's Fighting Ships. Many~ 
naval miniature's rules incorporate the ship data for use in the game. 
Alnaveo's game "Seapower” has excellent ship's data booklets, one cove-~ 
ring the period 1910-1920 and one for 1920-45. 

MULTIPLE PROBABILITIES 


Sometimes we desire longer odds or lower probabilities than can be ob- 
tained with one or two dice. One way would be to use three dice; the 
probabilities are as follows: 


gi ce, SOm Se Ay bk. 6 Sele 8) a tO 
Hrobapr. wOOse. ZOLne"* 0276." .04655%, 0604" 0972), Oli! 250 
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Another way is to require a sequence of events on the same die. For ex- 
ample, 6 (1/6) followed by a 5 or 6 (1/3) would be a combined probabi- 
lity of (1/6)x(1/3) = 1/18 = .0555. When the term AND is used, one mul- 
tiplies by the chain of probabilities. 


ASW search patterns in *Wolfpack" (SPI) are another example of combined 
probability. A 5 or 6-pack of U-Boats has a 0.3 probability for a suc- 
cessful search. If two 5 or 6-packs are located so that they can search 
two successive hexes along the course of the convoy, the probability 
for a successful search is P(s) = 0.37+ 0.3°- 0.3°x 0.37= 0,51; a 6-pack 
and 4d-stack would give P(s) OS OD OS Os OS ee hee 1D Cr 
6-packs along the path of a 8 s : 
Ga eRe Oe oe Og eo 
Ooo 


The probabilities for these more complex cases are for BITERRO A, ORB, 
OR BOTH. In the more complex cases the formulas may be tedi 


Ded 
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dious to deve- 
lop. However, in the case of a search, it is easy to compute the proba- 
bility of failure of the search. The probability of success can be ob- 
tained by substracting from 1.0; for example, the probability of two 

5 or 6-packs failing to detect is P(f) = .7 x .7 = 0.493 probability of 
a 4-otack and 6-pack failing is P(f) = .7 x 8-=.0,56; and, the probabi- 
lity of three 5 or 6-packs failing is P(f) = .7 x .7 x 7 = .343; then, 
ea = 1.0 - P(f). 


SCiLiiys Corner 


One of the minor irritations in naval tactical games using an hexagonal 
grid system is that you can travel north, south, NW, NE, SW or SE, but 
that you never can go directly east or west. The capability of traveling 
in only six major directions brings about certain artificalities in ma- 
neuvers and some inconveniences in simulating certain tactical evoluti- 
ons. One can avoid this by the use of direct measurements & la naval mi- 
niatures, but the gridded map does provide a great deal of convenience 
in determining ranges, moving, etc. A compromise is suggested by the use 
of Rand's square grid system. It also permits the easy drawing of home- 
made maps where the squares are sufficiently large to accomodate 1:2400 
models or large counters such as are used in "Jutland! and:Wooden Ships 
and Iron Men, Most tactical naval games are readily adapted to this 
system. 


First, any unit characteristics or rules having to do with distance are 
doubled (movement allowances, ranges, etc). Second, procedures (usually 
related to movement) involving a 'change of one hexside' are to be in- 


fad 


terpreted as a change in direction of 45”, Third, a convention for esta- 


oor 


blishing a range convention needs to be evolved. A sample section of 
grid with appropriate ranges is shown in the sketch. 


Figure 1 ~ Square Grid Ranges Range is counted by moving along a 
45° line (at a cost of 3 per corner 
crossing) until reaching the row or 

. column where the target is located, 


(Symmetrical below diagonal) 
oe C2 SS NOAA CSO Ge wes Os 


eT Sa 1g ie bene aes hes Bach side crossing, including the 
| ies eae | | {Side of the target hex counts as 2. 
| Seas SENOS Ranges, movement, ete are only valid 
O2 (8) VF | iG | I | 14 | 13 [12 | distances when one «an pay the enti- 
——— eu akon a SSS Sees re entrance cost to the square, EX- 
oa Gol ce och atte CEPT that, when a rule referes to a 
Beeae Bes ees Z0C or equivalent one hex distance 
| T (adjacent) ina game, it will be ta- 
oO NOG Ae eal meena MiGs: 3 |ken to also include the squares with 
t zal —— at the diagonal 3 count which lie adja- 
as ao O ° SMa cent to the square occupied by the 
0 isk | unit. It is suggested that a play 
al wees es 4 aid be used which includes sample 
Ob | ae | & | & | 4 | ranges such as are illustrated in 
act T a +——-| Figure 1 until players become fami- 
Ot i 60 ne liar with the system. 
Saws | 4 a mee |If the system proves useful, printed 
CFE rae | |Z], charts, such as illustrated in Figu- 
es AN 3 kil re 2, eliminating the squares could 


~ be used, 


Copyright rights to the form given 
in Figure 2 are reserved to JagdPan- 
ther Publications; special permissi- 
on is given for “Europa™ to repub- 
lish this article. 

If the sample grid in Figure lis 
assumed to represent the upper left 
hand corner of a map, the row-column 
coordinates are given along the ed- 
ge, A few sample square numbers are 
shown as the slanted entries. 


Since the basis square grid is so 
easy to draw (and number, if desi- 
red), it can be drawn to any suitab- 
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le scale. A grid could be made as an overlay for a real map or chart to 
use in a campaign game. Further, range can be calculated on a numbered 
grid without having to resort to counting squares. Several examples of 
range calculations are given below. The basic formulas are as follows: 


Assume locatisn 1 is given as Cy 1 (CP (eolumig he tow) 

Assume locaticn 2 is given as C5R, 
fae “~ paste _ : — ] 

be (C, C5) D, and (Ry Ro) dD, | 

z ee or DB, = 0 then range from 1-2 is equal to nonzero D x 2 

di If De = D, (in magnitude sign is irrelevant) then range 1-2 is equal 
to Dx 3 . 

iii If neither of the above, let Dea be the smallest of the two 
Range 1-2 = Do, X34 ({D,)- 4D, | Pl 32 


The algebraic notation means we take the magnitude of Dy manus the magni- 
tude of De , ignoring the sign, and multiply the magnituce of the diffe- 


rence by 2. 


Examples: A -O311; B 0718; C ~0604; D -02C07 


AaB. 203 ME. Bet SOT ASO SBE OP de ea 82 207 
O7 18 Q6 04 © O6 04 G2 OF G6 04 

7 114 3.7 5 12 4 3 

Ai ae Te eM peep Ne ea na Lagi ees. A IR L D 
3x2 SG) OP x2 een ee ee 6x ay le ee ee eee 
RNG 18 29 alge oxi ia 


Since the range calculation is relatively simple, with practice, it is 
possible to develop a true secret search procedure where neither player 
knows the location of the other until within some specified distance of 
. each other. 

The hex location coding process, substractions and uncoding process for 
the ranges are analogous to the procedure for conducting e true secret 
search using SPI hex grid coordinates which is described more fully in 
another article. 

Of course, the arithmetic becomes tedious as the number of units per si- 
de is increased. With four units per side (er four hexes being searched) 
six calculations are required. It is no more tedious than comparing hex 
numbers and it IS secret. 


SIMPLE Boa ND Shannen 


This article describes an improved search system which can be used in ma- 
ny types of games. It involves less time than calling out hexes and does 
not disclose the location of either party. It could be used in a campaign 
game such as "Jutland" where 2 or 3 fleets were involved. The system 
could be used for SSN scenarios where 2 or 3 submerged submarines were 
used by each side. The scheme is based on calculating the range (in he- 
xes) between pairs of units. 

The range formula used here was taken from SPI DataBus 3, a newsletter 
for computer buffs. 
The actual locations are coded so that the player making the calculations 
cannot determine the location of the enemy units. The players can use re- 
gular SiMov record sheets. 

The range calculations are made on a form given below. 
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speed, missions, etcs Table 1 
27 Se es Russ SimMov Seat 


| Pk eer ee 
j Unit | 37A [A B ee [Speed, missions, etc}? Table 2 
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A und B are the first pair and second pair of digits of the hex location, 
that is, the ROW and COLUMN. 37A is thirty-seven times A. B+A/2 is the 
sum of B and one-half A dropping any. fraction. The range is the larger 

of Dl or D2, if they have the same algebraic sign. If the signs of Dl and 
D2 are not the same, then the range is the sum of the magnitude of Dl. and 
magnitude of D2. The proper ranges have been circled in the examples abo- 
ve. 

Units would not be placed on the board until they came within SONAR or 
visual or other type or range contact. In the case of subs versus a con- 
voy, the canvoy would deploy and move on the board, but the sub comman- 
der would not be permitted to see the board until a range calculation 
showed that he was within (his) detection range of the convoy. If the sub 
leaves detection range, then he leaves the board until a subsequent cal- 
culation of ranges shews that he is again within detection distance. 

In games where entering a zone of control triggers detection, then units 
remain off the board until the indicated distance between a pair of un- 
its equals one. In a sea game where the fleet has to be in the same hex, 
the blind movement continues until the range between a pair of units is 
zero. In all cases of course, uninvelved units are left off the board un- 
til they are detected or become involved with other units. 

The purpose of the 37 in the calculations is for coding to disguise the 
location. The addition of A/2 is a*necessary part of the range calculati- 
on procedure, but it serves to code the row location, so no further co- 
ding was used. (noi 

The above precedure is easily adepted to hidden search using the Naval 
Grid described above. For the Naval Grid,both the row and column numbers 
would be coded by muliplying by a number (the same number), the differen- 
ces are decoded by dividing by the same number. Range would then be cal- 
culated using the decoded differences exactly as described in the Naval 
Grid article. 


The calculations can be speeded by using one of the inexpensive electro- 
nic calculators. However, lacking a calculator, a table of coded values 
frome "x 37 to 9o x 37 would-speeg ap che procedure. Divisions could be 
performed as inverse table entries. 


(This article is reproduced from an article in "Jagdpanther" by permis- 
sion of the author.) 


((wlh. Though, normally, I don't intend to reprint articles which appea~ 
red recently in other zines - exception: if these zines have a very small 
circulation (like Dippy-zines) - I thought I should do it nevertheless 
(mainly because of the subject) in this case.))<<? ¢ 5) 
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RED STAR/WHITE STAR - A FEW TACTICAL NOTES (by Bob Latter, UK) 


Preamble: The following grid co-ordinates are used: A-III from top left 
corner to top right; 1-26 from bottom left to top left, 27-30 along top 
left to right, and 31-56 from bottom right to top right. Check: Grund 
Schwalheim AAA-41; Hex C R-14. 

((Note: in all grid-coordinates given in E, letter 'I' is followed by 
letter 'J'.— Additional check points: Hex 2 EE-25; Bisses AAA=35 and BBB- 
35; Unter Widdersheim DDD-49; the corners of the map are A-Il, A-26, Ili- 
56, II1-31; wih)).((cf Albion 48,41)). 

All owners of RSWS are strongly recommended to get "moves" 12 for the ex- 
tra addenda, optional rules and new scenarios. Their use makes for a much 
quicker, cleaner, more realistic game. Por the, puraoee ot thas -artrele 
the following rule amendments are used: 

Heavy woods hexes: Woods hexes surrounded by wood hexes are "heavy! woods 
and take all MPs to enter. Those woods hexes adjacent to any non wood hex 
are ‘light’ wood hexes and take 3 MPs to enter. 

Disruption MOVEMENT is accomplished only by successful CAT attacks and 
are carried out as in the game normally. Fire attack disruptions are NOT 
moved; merely having the D"x" numbered counter added to them on their 
original position, otherwise follow normal disruption rules. 

"Crippled! results become 'eliminated'. Remove from map instantly. 

All units, except those mentioned subsequently, may cross bridges at nor- 
mal road movement rate. Exceptions: Soviet 100 and 300 series, US and 
West German 300 series with the exception of JPz 4=5 and M551 units. . 
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Assaults on Jowns 


Every game I have played has turned on the capture of an enemy held town 
at some stage. Indeed, many scenarios are totally dependent on success- 
ful sieges. I will mention a few tentative conclusions I have reached in 
PBM games with Ralph Vickers to whom the credit for the good ideas is 
due, whereas the gcofs are all mine. 


There are three types of towns, each posing individual problems, as also 
do the relative combat factors of the two sides. Also, the use of the 
original ‘crippled! result and disruption movement by fire attacks ver- 
sus the revised eliminated and no movement for fire attack disruptions: 
T shall refer to these as the original and revised rules. 


First, the single hex towns: Unter Widdersheim and Grund Schwalheim (Ger- 
man names seem.to resemble British: the longer the title, the smaller 

the place) and the slight extension to the two hex towns: Bisses, betten- 
au and Melbach. 
These are all or nothing affairs. Usually defended by a maximum or very 
strong stack or hardly at all. Mostly, they are not essential until the 
end of the scenario and can well be bypassed for a final tripled assault 
on turn 9 or so, although in the North/South scenarios Bisses may have 

to be occupied to direct fire on Echzell. Gettenau is usually treated 
more as part of Echzell, and will be dealt with then. 

Usually, in the original rules, you have to rely on some tripled HE ar- 
tillery to shift out the weaker forces in the stack and CAT from the 
woods around EEE-47 (NE of Grund Schwalheim). Units pushed out of the 
town must be prevented from returning, and ‘useless! recce and Russian 
WGM units should be employed for this task. Get short range artillery in 
Utphe and the woods, backed up by recce and as close to 4 infantry units 
as you can in the woods; then hope for a few low die rolls. 

In the 'revised! version, this fire attack is less useful and you may 
have to CAT earlier; so go for the covering artillery and time your as-~ 
sault to coincidence with other important attacks to ‘than! the defensi- 
ve ZOC fire. Sometimes you can surround the town with ‘useless! units 

and then a CAT result of Dl becomes an ‘'elim' - anyway, the successful 
infantry can usually use their firepower from the town to destroy the de- 
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fenders out in the open UNLESS it is the last turn, so act accordingly. 


Bisses is vulnerable to CAT from woods hex CCE-36, and is hard to defend 
for long, Buteats capture tas Vital to ensure a successful attack on Ech- 
zell: so get in there early in the North/South scenarios. 


‘Medium sized towns' include all other towns except W6lfersheim and Mel- 
bach. Some of these are of greater geographical importance than others, 
and 1 would particularly mention Wohnbach, Echzell, and Oppershofen. 


Wohnbach is usually vital, because it straddles North/South and East/West 
routes, and containing only three hexes, is easier defended than Berstadt 
_or Gbbornhofen. These towns usually need to be captured first so that fi- 
re can be directed onto Wohnbach. It is impossible to capture this town, 
if resolutely defended by a fairly strong force, without a lot of time 
and losses, so both attacker and defender will usually apportion large 
forces to this sector. Since it is usually impossible to attack Wolfers- 
heim until you control this key centre, this usually involves heavy in- 
fighting early-on. In N/S scenarios, the defender should oocupy all threes 
hexes with infantry, weakening GG-36 (southmost hex of Wohnbach) if he 
must, since CATs from Berstadt or Gbbornhofen can only reach the other 
two hexes. 

Short range HE may be kept at GG-36 or in the woods to the SW as it will 
_be-used indirectly for ZO0C or counter battery fire, notidirect Tire. 
Reinforcements may be kept safe at BB-29, to replace losses, as the front 
two hexes are pounded. Keep the relief road from Wo6lfersheim free of ene- 
my litter so that the relief force is not impeded, and use any spare HE 
to pound enemy HE in Berstadt and Obbornhofen. ; 

On the other side, the attacker has to hit the town with everything as 
soon as he can. If he can keep a foothold in one hex he should get in, as 
the CATs free of ZO0C fire should clear the rest of the town, especially 
if he can prevent reinforcements or evacuations. This is the one case 
where tripled fire may be imperative carly on. Usually, the US have to 
use their massive HE to clear Russian infantry with their high defence 
values, as: their own infantry units haven't the needed CAT. strength. The 
only compensation for the attacker is that once he has a foothold, it is 
all up with the defenders - a real Seo ges 


Oppershofen is a little big to defend, unless you are overflowing with 
units, but it takes a long time to position an assault force, and you can 
usually inflict heavy casualties from it. So I recommend a light screen 
at Rockenberg, and fairly heavy forces at Oppershofen if you have a mobi- 
le defensive force and defend in a N/S scenario. When things look despe- 
rate, you can fall back on Steinflicth which is not easy to take quickly, 
but you can often hurt enemy forces invading Rockenberg and the woods to 
the East. If you have poor old paratroops on foot, you may have to re- 
think. You can't retreat fast with a MF of 1: A strong stand at Stein- 
firth and a few units around P-20 to slow the advance through the woods, 
onto Wolfersheim. Usually you have Jeep OTOWs with the paras, so put them 
on H-20 and J-21 to menace the enemy advance, then give ‘em or pull back 
as events dictate. 

Tho Russians can make Rockenberg a very strong fort if they can occupy 
all of it with a strong infantry force. Attacked from anywhere BUT the 
North edge on turn one, it can Lmgeieshed doubt ot the: avuackers a1 Nu) has 
HE fire to back it up. But om turn one it can fall to mass CATs from the 
North edge if they are co-ordinated properly. Note, to CAT from G-24 is 
useless as you have to risk ZOC fire from enemy units in G-23 and G-<6. 


Steinfiixth is tricky. If all three hexesS are occupied it is easier te at_ 
tack than Wohnbach. This is because it is a straight line - the weakness 
ig T-14 - the middle hex. Take this, and the enemy will be retreated 
right out of the town if. you get a Dl FROM T=14 {dontt forget, to leave 

a unit ON I-14 - you don't want to CAT the defenders back to that hex!). 
Again, if you have spare tuseless' units they can be used ta surround 
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even worse; or from the East, the obvious, and guarded route. 

So here is how you capture the twin terrors. First, you grab Bisses, as 
explained above, and Schwalheim. Using ‘ight. wood. Seles s yeu vecmesen 
from BEB-35 to BBB-32, then next move to CCC-30. That way you stay under 
cover of woods until you are within CAT range of UU-26 (Getteneu) via 
YY-26. You put HE in Schwalheim and AAA~35 to pound North Echzell and 
(using ‘revised’ rules) CAT from Schwalheim via WW-33 to WW-32, from Bis- 
ses to WW-31 via YY-31, and CAT UU-26 via VV-26 with the force in CCC-30, 
ALL AT THE SAME TIME. If you got a toehold, then you must eush> in every= 
thing you can from all directions, use ‘smothering’. techniques with recce 
units and push the surviving defenders out. If you are lucky this will 
take five turns to achieve, so you cannot waste a minute in your prepara~ 
tions - especially aim at his low-defence OTOWs with FE fire to minimise 
your losses. Good luck - you will need its 


Wolfersheim/Melbach is another story. The trouble for both sides is too 
many hexes. The defender can't cover all entries and the attacker might 
push the defender from one town hex to another with Dl results, for ever. 
The best strategies are probably for the defender to concentrate on pre- 
venting the attacker from reaching Wolfershein, and for the attacker to 
use all his ‘useless! units to occupy ‘spare’ town hexes BEFORE he CATs. 
the defender out of the town. Watch the CRT carefully and plan for the 
probability of Dl, D2, D3 results and occupy ALL those most likely distan- 
ces and devide the battles in the right order. 

Melbach is usually held lightly, as an artillery centre, so blast AA~16 
with enough HE to clear it, and then CAT from the 'cleared' hex to elimi- 
nate AA-15. 


I hope this has. made some sort cf sense and been of some interest. Perso- 
nally, 1 think "RS/WS" is easily the most interesting PBM tactical game 

I have seen. The game scale gives it a unique flavour that. I shali regret 
to see lost if SPI revamp it to just another "KP" game. Each time 1 play 
it, I wonder what would have happened if... which encourages the next ga- 
mee What a pity SPI don't publish a new "RS/WS" based on the ORIGINAL 
system and map and incorporating ALL the. revisions, replacing the cripp- 
led counters and nuclear ones etc with BAOR (British Army on the Rhine) 
unLTtS » 

Anyway, it is still far better than ."Panzerblitz". 


BIBLIOGRAPHY: RS/WS (wh). 
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moves: 9,13 Errata; 9,16 RS/WS First Hand (Pernell;} footnote); 9,18 (Jo- 
nes; footnote); 10,15 White Star Rising? (Sargent ; footnote); 12,4 A Re- 
vision (Fox); 12,5 New Scenarios; 12,9 RS/WS White Star Viewpoint (Amos/ 
Schneider); 12,11 The Designer Redesigns (Dunnigan); 17,18 RS/WS Weapons 
Systems (Wilson; footnote).- S&T 36,18 RS/WS Warsaw Pact and NATO Forces 
in the 19ro's: (Patrick 449,28 7( Notes. tac B/RSWS).- Albion 44,14 Review 
{Turmbull); 44,95 Rules (Turnbull); 45,17 Wire Guided Missiles (Radice); 
45,31 Corrigenda and Addenda (Stimson/Turnbull); 47,44 HE units (Thomas/ 
Turnbull); 48,27 RS/WS: Scenario 8 (Latter/Vickers); 48,41 Grid coordi-~ 
nates (Qleson); 46,43 OTOW (Patterson; note); 46,46 (Critics) (Isby).- 
Europa 4/5,60 (Opinion) (Latter).- Wax Bulletin 57,4 RSWS revisted (Pat- 
terson).~ Anschluss 13,8 Review (Fitzhugh)*.~ Jaqdpanther Black Staxr/ 
Blue Star (Anon.)*.- Courier V/1,21 Operation in Bavaria 1975 (Hendrick)" 
PGHAP (7) 23,2 Why RS/WS Should not Be Redesigned (Somers)*.- 

(* = as per Dr George Phillies "Guide"™). : 

It might be interesting to note that obviously RSWS got more or less ig-- 
nored in US-zines, at least if George's "Guide™ and my files are correct. 
Might be a proof how important zine-reviegwS are... 
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TRYING TO IMPROVE "FRANCE 1940" (by Bernard Roland, Belgium) 


At least 'sentimentally speaking', no CoSim-game (except maybe "Panzer 
Leader") is more fascinating for our European hearts than F-40. The main 
countries of western Europe were involved in that battle, which is undoub- 
tedly more popular here than Midway, Stalingrad, or E1l-Alamein. 

From the wargamer's viewpoint, this game was also a remarkable event. So- 
me concepts, today usual, were introduced for one of the first times 

with F-40: mech phase, air force rules... However, it was not the master- 
piece it ought to have been in AH's collection. It looked pretty when you 
opened the package, but on the game table, the rehibitory defects appea- 
red soon. 


The Flaws 


Dr Pournelle has very well analyzed the defects of the game (cf: Pournel- 
les<The BEF} Conflict 5,32 saq). 5; 

The designers wanted to make a game in which the German is invincible 
when the historical situation is played. So they layed down as a princip- 
le that the French could not resist in May 40. Nevertheless, many distin- 
guished historians, even in Germany, dissent from this opinion. The Al- 
lied armies could probably not achieve a decisive victory, but certainly 
contain the German advance, if better led. 


If you begin with the historical situation, you are warned: the Alllies 
'don't stand a chance': quite true... The historical situation is unplay- 
able: first deception. Well, never mind - you wall fall back an the other 
OB'ts. And you will findout that even then, it's not a cinch for the 
French, because of the damned new CRT which gives a German 7-6 a 2:1 Su- 
periority against a French 6-6, cripples any allied counterattack and al- 
lows the Germans to break out anywhere he sends his PzD. The maximum OB 
itself is not quite well balanced either, because of this qualitative 
difference (but gives the Allied e reasonable chance, however). Moreover, 
some authors showed, how the German can turn the debatable neutrality ru- 
les to the best account (cf: Marshall, Chris: Grand Pincers, in: The Ge- 
neral IX,3; Searight, William R: A Blitzkrieg offensive, in: The General 
ks ales 


The Remedies 


A lot-of players breoded over the case, and a lot of interesting articles 
were written. 


J Richard Wagner (A fighting chance for the Allies, in: The General Th) 
presented an. original strategy: nearly all French and British troops fore- 
go defending Northern France and form a shorter and strenger defense line 
in close order near Paris; Larry Wessel's suggestion. (Is defense really 
necessary, in: The General IX,6) is based on a similar idea: the Allied 
main force is concentrated in the vicinity of Paris, while the Dutch and 
Belgian armies, helped by French and British mobate troeps, ~achieve.a due- 
laying action by using their ZOEs and avoiding combat; simultaneousely 
they provide time for the units defending the Maginot line to escape. 

Tom Oleson (Winning with the French, in: General X,3) also gives the Al- 
lies an excellent plan allowing them to delay the Germans. And Harold 
Totten, too, is for a’strategic retreat (Winning with the French, in: The 
Gene paleo: SST 


In my opinion, all these solutions are workable and efficient, but quite 
unrealistic. France is not Russia. It is not-an endless and thinly popu- 
lated steppe where you can retreat 500 km without important. consequences. 
For two reasons: 
1) Northern and Eastern: France are vital industrial regions 

2) Politically, it was impossible to abandon these areas without fighting. 
During WW2, millions of men died to -defend them. Neither the population 
nor the French soldiers would have accepted to execute such orders. These 
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provinces are the result of 1000 years of historical efforts. No French 
general would even Neve canstdercd Ent y tna Ss Osetia ty thank thie: 6s 
obvious to any European. 

And, by the way, are these propositions not the best proof of the failure 
of F-40 as a simulation? 
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((wlh. I interrupt here Bernard's article for some lines: the idea to re- 
treat to a better defensible area and to give away important parts of the 
country in order to survive as a nation, not considering very much the 
destiny of the civil population, was not so strange in WwW2-times: In 
Switzerland, for instance, there was the Réduit-plan: the towns (like 
Basel, Zurich, Bern) would have been declared ‘open towns', the army and 
the elite of the nations - provided with special permission-cards — 

would have retreated into the alps: there, subterranean factories and 
settlements would have allowed - to a part of the nation at least - ta 
survive in a limited freedom, and especially, by this, Hitler wouldn't 
have been easily capable to reach one of his main aims: the Alps, i.e. 
the connection between Italy and Germany, would have been impassable, 

for a long time probably ~- and if ever the Alps-Réduit would have fallen, 
the crossings, reilroad-lines and tunnels would have got totally destro- 
yed before.- But, mow, let's go on with Bernard's article:)) 


The BEF Variant 


As far as I know, the most important attempt to improve the game was made 
by J E Pournelle in his excellent article: in "Conflict”™ 5. He assumes 
that the British army was reorganized along the lines suggested by Liddel 
Hart, and a different kind of force was sent to France. Two modificati- 
ons are thus suggested: 1) Game strength of British units, 2) Rule chan- 
ges. 
Three BEF OB's are presented. Only OBs 2 and 3 are playable, because 
with OB 1 the game ought to be called "Germany 1940"! The German may at 
most hope to contain the rush of the British tanks. 


am ¢ 
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From a historical viewpoint, these OBs are very good. However, I find 

the variant unrealistic because it is to be used with French OB 11 (his- 
torical). How could modern theories on armoured warfare have been entire-- 
ly applied in the UK and totally ignored on this side of the Channel? We 
is really difficult to imagine - especially as, in my opinion, De Gaulle's 
ideas were more approaching their realization than those of Liddel Hart 

in the UK. The former was a member of the French government, with Pre- 
mier Paul Reynaud's total support. Even without that, if one of bath 
countries would have begun, the other would certainly have followed. 


Thus, this, aspect of Pournelle's variant is imperfect. On the contrary, 
his rules changes are really excellent. They affect fortress rules, Ssta~ 
cking rules, terrain effects, victory conditions and simulate the inter- 
vention of British heavy bombers based in England. Special attack rules 
for allied units (SARAA) are deemed to negate the advantages given by 
the CRT to the German and to delay a German ‘brute force' attack. 


Finally, I think a good simulation of the battle of France is stall need= 
ed. As Pournelle showed, the fundamental flaw is the CRT, and it makes 
any important rule change difficult. Generally speaking, I suggest to use 
his veriant. Take BEF OB 2 or 3 (3 with maximum French armour and/or Ma- 
ginot Line) and a French OB with strong armoured units. 

However, here appears a new problem: the German, without changes in his 
own forces, is matched in armour, often also in air powen, and suffers 
new rules which generally (not always: cf 'overstack' rule and the two 
extra turns) give an advantage to the Allies. So his victory conditions 
(3:1) often become unrealizable. The main cause of this are the SARAA 
(which are unrealistic, on Pournelle's own confession, in that they gi- 
ve the Allies an advantage not available to the German; thus they should 
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1) I strongly suggest the use of Pournelle's BEF variant and new rules. 
2) Ignore British units in AH-OBs and Selec oni Oba 2. aimee. 

3) Ignore handicapping rules and preferably consider variable victory 
conditions. 

4) I suggest the following OB combinations {which should not be taken as 
a Gospel, however: I] tried all these possibilities - though I could not 
do it a lot of times). Of course, the German OB should also be conside- 
WEBS S 6 


(The following numbers means French OB/BEF OB/SARRA): 
1/a/ho. 27 3/no, 8/3/nco, 4/3/ne,- 5/2/moy “6/7 o/yes, 1/ s/ yes, 8/3/yes,9/2/yes 


As I said, OBs 10 end 11 are unrealistic if used with the BEF variant. 
Players should then only use Pournelle's rule changes. 


5) I-suggest to select an OB including the Maginot Line, for the new for- 
tress rules are very interesting. 


A game is never perfect; but I think these rules should help to make it 
more playable. 


((wlh. As a publisher I would like to say, that I would appreciate to 
get more articles using, resuming, discussing former written articles; 
probably this could be our European contribution to the hobby: to analy- 
se, to compile, to collect, ta condense. To help you to do this, I am 
providing as often as possible some bibliographical notes. 

As a historian I would say that a game like “France 40" either can't be 
an interesting game or it can't be a historical simulation. With the gi- 
ven armics (and maybe more especially officers), with the given mentali- 
ty, with the given political situation and with the given facts that nei- 
ther France nor England in 1940 were really prepared for this kind of 
war, nothing could have been done at that moment to avoid the French 
debacle. A lot, though, could have been done before - but as a matter of 
fact it just wasn't done.)) 


BIBLIOGRAPHY: FRANCE 1940 (wilh) 


The General: IX/3:6 Grand Pincers (Marshall); IX/4: 8 A Blitzkrieg OUffen- 
Sive (Searight); I1X/1: Contest; IX/5:12 A Fighting Chance for the Allies 
(Wagner); 1X/6:9 Is Defense Really Necessary? (Wessels); 1X/6:13 Reader's 
Letter (Costaggini)(OB Determination by Die Roll); X/2:14 Design Analy- 
sis (Pournelle); X/2:21 R's Letter (Hsu) (contra Costaggini); X/3:12 Win- 
ning with the French (Giese) +. o(G72i. BR siberter (Richardson) (contra 
Wessels); XI/1:29 R's Letter (Wessels) (contra Richardson); X1/2:14 Wain- 
ning with the French (Totten); XI/5:18 The France '40 that might have 
been (Miller).- Albion: 33,20 France 40 (Taylor)*; 42,13. Double Game Re- 
View: France 1940 and Moscow Campaign (Nethercot; Rolfe). 4250 (sere on 
France 1940 (Oleson); 47,37 Soldiers and France 1940 (Isby); 31,? unknown 
article (cf Albion 50,65).- Battleflag: 23,20 France 1940 ~ Battle Stra- 
tegy (Totten)*.- Conflict: 5,32 The BEF (Pournelle); 5,41 Variants BEF 
(Pournelle).- Panzerfaust: 49,8 Design Analysis (Totter) 3. Si peo. 
Failure of France ‘40 (Desmond)*; 55,40 Game Design: Realism vs Playabi- 
lity (Totten); 56,14 In Defense of Belgium (Totten); 59,51 Airpower in 
France '40 (Totten); 65,26 Combined Arms Qperations (Deininger).- moves: 
1,9 (SPis) 1940 Revision (Schramek); 9,7 France ‘40 in: Evolution & Re- 
volution (Drakert).- The Kk: 8/1,7 Rules (Oleson).- Panzerfaust: 53,42 
Roview (?).- Int Wargamer: France 40 or Dunkirk (Lakofka) IW 5,5*.- = 
Spartan Int Monthiy: X/71,8 French Strategy in France '40 (Beveridge)*.- 
Battleflag: 1,8 Review (Stribling)*.- 

* = as per "The Guide to Wargaming Periodical Literature" by Dr George 
Phillies (NEW address: 910 Tenth St, Apt B, Santa Monica, CA 90403, USA) 
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SOME THOUGHTS ON A SPRATEGY FOR 3RD REICH (by Tony Jones, S-Africa/UK) 


RS EEE canteen ? 

Firstly I must say that this game is cne of the most strategically in- 
teresting to come on the market for the last few years. There are 0 ma- 
ny variations on good strategies that I feel this game will be subject 
to endless debate and ‘perfect plans' for the next decade. 
I have played the game though only twice, that is the camp 
plus a degree of fiddling around with the scenarios On oS 
So I am no expert on this game, however some basic points 
countries must follow fall fairly easily into phase. Iwill 
countries in the order of set up for the campaign game. 


+ I feel 
ake those 


Poland 


This is a difficult one in fact as the German player will obviously 
trample over Poland in the first turn to gain his 20 BRPs for the use 
in spring 1940 to build his forces up for future turns, the German nee- 
ding to get as much BRP strength early on in this game as @ hedge 
against the future allied might that will be thrown at him from 1942 
onwards. : 

My feeling with Poland is that all the allied player can do is to build 
his strength along the line behind the river adjacent to Warsaw with a 
few infantry units in front and hope for a few good die rolls to get 
some exchanges to erode the German forces, With luck it is possible to 
hold out for up to two goes; but if the German thins his western front 
enough, little can be done but possibly attack him through France, if 
has put few units on this front. To a large extent; 1 feel Poland has 
scarcely great affect on a competent German player. 

Italy 


ome came oot arom oe 


Italy is in again a difficult position in the game. As an individual 
player, Diplomacy and a good understanding with Germany is essential. 


As far as Italy is concerned she must not be too greedy; a Balkan cam- 
paign is the most profitable one for her to exploit with a little aid 
from Germany. She should early on put pressure on France to help the 
Germans take this country by Fall 1940 if possible - any further delay 
in its capture would seem to be fatal for the Germans as the threat 
from Russia looms ever rapidly nearer, 

Having helped Germany take France she should go for Yugoslavia, Greece 
to give the Axis a solid hold on the Balkans, after which defend her 
country plus Sicily and Sardinia: for in 1942 the allies will be hook- 
ing very closely at her shoes for invasion purposes, assuming the Ger- 
man player has defended the North Coast in a proper manner. 

Italy can forget North Africa, I feel. The Germans generally will be 
viable to spare enough to get a decisive victory in North Africa and 

is far better off getting a solid Sentral Europe base from which to ex- 
ploit any Allied mistakes in the future. 

I feel, Italy if not allowed to overstretch can be a useful Axis ally, 
but not a match winner; so a solid unspectacular strategy would seem to 
be the most sensible one. 


Prance 


with BEF help can hold out into 1941;extracting losses on the Germans 
she will win the game for the allies. The Germans can under no circum- 
stances afford a long drawn out battle for France. If it goes inoo 194) 
she can forget the game bar bad allied ay for given average luck, the 
Germans will be weak and will not have°éncugh strength organised 
against Russia to get an early decisive break which must be made in ‘41 
or not at all. 
France can hold out with arrow backing the infantry and can make Lae 
TTL Cur. fon, the: Ale. player, 
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Again I advocate a careful policy. Concentrate on helping France hold 
out as long as possible, obviously not sending in Perees Ii cle oi sue 
Do not weaken the home shores too much, but try and get a good garrison 
in Malta plus naval units to help deter the Axis from going to North 
Africa - in the campaign game naval units in Malta reduce the German 
strength able to go to North Africa. Put enough strength into North Af- 
rica to make sure of holding it during the first two years or So; once 
America comes in, your worries are over, if you have taken and held the 
North African coast as you have a surround situation on tHe Axis; = Ros 
sing threats from all angels. 

Build strength, get Norway if possible: it helps to threaten Germany 
and is useful BRP points. 

In 1943 look for a good safe invasion area and get in and hold it if 
you can; don't go for a doubtful invasion: better to wait and make su- 
valor 


Russia 


trategy is basically best to build a strong defence in the 
west, have go at Pinland if the Germans do not give it much help, have 
i at t 


a nibble at the Rumanian frontier if the opportunity arises; forget 
Turkey - its of no great use, its not easy to take without a lot of 
force and is only a thinning of your forces. 

stand firm against the Germans, defence in depth works wonders as so 
often the German arrow pokes its head out, grasping at all it can get, 
pinch it out:for it is the armoured units which are Germany's strength 


in Russia; the infantry is to show to exploite quickly any opportuni- 
ties which may arrise. 

Russia can usually hold Germany and hit back in 1943 on conventional 
lines; so no real panic IF those defences have been set correctly. 
Germany 


After reading the above - what chance has Germany? Well, she has a 
~ough job: her only hope is to concentrate and to be decisive. She 
must not wander all over the board striking out in all directions at 
once: 
Basically, she must take France and the Low Countries py fall 1940, 
then with Italy take the Balkans, then get all forces on Russias bor- 
er to give her a full clout in 1941. A war with Russia is unavoidable, 
so aim to hit her before she gets too strong and hit her early. The 
winter is no good. IF hit with good strength and good use is made of 
the armour forces, it is just possible to get Russia ipto-cict tculttes, 
though I'm afraid its unlikely that you will put her out of the war. 
But if hit hard, it may stifle for long enough her chances of hitting 
you - so may just hang on tO a victory. 
Again, North Africa is a nice bonus, but I feel you are a long way 
from home, and against a competent allied player forget it bar a smash 
sortie to diversify his forces. 
Keep your navy in the north, build submarines if possible early; or if 
you use the strategic war rule, they are very useful; if you can get a 
good force together for 1942 as they do erode US aid. 
Watch his SAC bombers, put some fighters together to minimise the da- 
mage they can cause. 


© 
All in all, as you can see from the above, a game with endless permuta- 
tions of moves, and one I will spend many hours playing. 


A STRATEGIC HINT (by Mark Saha, USA) 


It is becoming increasingly accepted in Los Angeles Heiss sat Ue 
Reich", the Russian fleet should be placed in Sevastopol, not Lenin- 
grad. The reason is that if Leningrad falls and the fleet is destroyed, 
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that's 27 combat factors*that could force the Russian to sue for peace 
C3055) *Lost 

This tactic was discovered by Richard J Plock, as German player, as is 
especially powerful if the Russian opens the game with a weak Leningrad 
garrison and the entire fleet there. Under such circumstances, . Richard 
Plock (as German) found he can commit his 20 German units in Axis allied 
countries ALL in Finland, declare war on Russia, and attack Leningrad 

in fall, 1939. If successful, Russia immediately sues for peace! 


OPS & INFO: 3R 


CHARLES VASEY (UK): "Here are a few amendments for 3R. 1) Vichy colo- 
nies: we only allow a colony to go Free French on the throw of a Six. 
This is an attempt to represent what actually happened. 2) If Sweden 
aoe surely the result would be even more dramatic then the fell of Su- 
ez to the British. 3) We changed the Sea-Escort rule to allow this only 
in areas within four hexes of a naval unit in a port. This makes Malta 
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important and prevents the Italians sailing up the Channel. If Malta is 
blocked; we allow Cape movement which takes two redeployment phases to 
get there and two to return the fleet. Suze must be allied controlied. 
4) We ruled that exploiting armour was non attritionable. I am not sure 
if this was not intended in the game, but it can be justified on the 
same grounds as non-attritioning of beaches or capitals. 5) We do NOv 
allow units to counter-intercept; spare naval units should escort 
transports, if they fear interception." 


wih: I had some problems in playing 3R solo, and 

MARK SAHA (USA) replied: "I wouldn't touch it even as a two-man game. 
But three man or four is fun. I agree perhaps it's best for you to put 
it on your shelf for now - but don't forget it's there!" And, also: 

TOM OLESON (USA) doesn't believe that "3R is much fun just for two." 
JERRY SCHOTT (USA): “As for all the games that have been produced in 
the last two years, the only game that seems to hold my interest is 3R. 
Unfortunately, I have no one around to play this ftf and I don't have 
time to pbm it, so I just keep soloing around with it. The last game [ 
soloed, on winter of '43 turn Germans had just 28 victory hexes (meeded 
28 for marginal victory) and the Russians ended up with 75 combat 
points on the board at the end of their turn (one less point ind they 
would have surrendered)... I added the points left three times on the 
calculator - what a close gamet! 

CHRIS HARVEY (UK): "An excellent game, not too long, well not compared 
to DNO that is, but what rules! Whoever had the idea of numbering 30 pa- 
ges of rules without going higher than the number 10 has obviously ne- 
“yer had to learn the game. Why not call the main sections of rules A, B, 
C ete and number the parts? Honestly, looking up BRP costs Chart under 
3.3131 takes me back to my Library cataloguing days. Horrible." 


RICHARD BERG (USA); "Re the 3R and WWII comparisons (EB 4/5,69; E 6/8,54). 
This, again, reveals how uninformed Mr Pulsipher really is. I might 

say at the outset that I like 3R better than WWII and feel it is a bet- 
ter game. WWII is quite stereotyped in its play and loses interest ra- 
pidly. However, WWII is MUCH MORE accurate historically, which is the 
“reason itis not. as Pood as a5. could be, WWI) 4o ahistorical simula= 
tion - 3R is a game. There IS a difference; the same difference as bet- 
ween “Stalingrad end "DNO" (without reference to size or scope). As a 
historical simulation WWII succeeds eminently - it shows how futile it 
was for the Germans to pursue a course of all-out aggression; and, con- 
versely, how they could have sat with their minimal gains and stalma- 
ted the rest of Europe. A bad 'tgame', true - but quite realistic. in 
comparison, 3R suffers in terms of realism. True, they have an excel- 
lent production system that at least gives you reasons for attacking 
other countries (altho some of the minor country values are pure 'game~ 
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palance'), along with other interesting items such as convoys vs subs, 
etc. But the Western Front is a disaster - there is no such thing as a 
French Blitzkrieg, and there is absolutely no feel for that sector of 
the war. Unit structure is, to say the least, strange; Scandinavia is 
somehow abstracted completely (which is not bad, gamewise, but certain- 
ly defeats any credence of historicity); paradrops are all over the pla- ~ 
ce (name the number of successful paradrops in WW2:); and the British 
often declare war on Italy to seal off Africa in the beginning. That's 
an interesting idea - and a fun strategy with which to work - but it is 
completely ahistorical." 
(wlh. Richard's remark which I quoted above were actually not meant as 
3R/WWil-remarks: I took them.out of a context in which Richard eritici- 
zes several of Lew Pulsipher's opinions and attitudes; the rest of this 
text will get quoted ~ I hope - in the SPT-discussion-part. ) 
CHRISTOPHER MACLACHLAN (Scotland); "Although I found the comparisons 


between “Third Reich" and "World War II" in E 4/5 valuable in persua- 
‘ding me to buy the former, is it not time we had a rest from such com- 
-parisons? There must be other ways of talking about these games. 
I agree with Mark Saha that Avalon Hill overstress the complexity of 
wThird Reicht, Although there are a great many different operations per 
player-turn, none of them is particulary complicated; all that is re- 
quired is patience. 
I also agree that it is exceedingly difficult to overrun France. One 
problem I have in this connection is deciding whether the RAF can as- 
sist French ground units to resist German invaders. If they can, then 
hey can give so much air-cover to Paris that the Germans have to win 
the Battle of Britain before they have won the Battle of France. But - 
must the British air force stand back and watch the panzers and the 
Luftwaffe sweep into the French capital? 
I suspect that France, like Italy, has been made stronger in the game 
than in reality to make multi-player games more attractive. If France 
did fall in one move in 1940, who'd play as France? 
This raises the question of historical realism. The board is such an 
impressive one that I think one is deceived into thinking the game is 
more accurate than it is. That is why the Russian objectives are, as 
Sandy Hisen naively complains, the ones the Germans historically made 
for: who would play a Russian campaign without Kursk and Stalingrad? 
It will be interesting to see how long the game holds its popularity, 
for if my suspicions are right the powerful feeling of lording it over 
Burope will have to give way to recognition that the game as a whole 
is not as realistic as its map appears, although the more playable be- 
cause of that.” es 


MARK SAHA (USA): "A significant note of interest: the reader response 
to "The General" 11/6 is rating the "Third Reich Series Replay Demons- 
tration" first place, and the Design Analysis questions on the game as 

second place! This only reinforces the strong interest in 3R and seems 

to indicate the game will be around for quite some time. 

I would say that launching “Third Reich* has been the most monumental 
undertaking Avalon Hill has ever attempted - tantamount to launching 


a, 


-the Titanic - except, hopefully, the game will enjoy a longer lifespan." 


(Saha), 123 A 3R Problem (Greenwood), 128: Grid-Coo.- WB 60,3 note.- 


ANGLO-FRENCH NON-COOPERATION IN THIRD REICH 


by Mark Saha and Donald Greenwood, USA 


One of the most important - and least understood ~ rules in "Third Reich* 
LO 


is that of Anglo-French friction and non-cooperation in the disasterous 
campaign of France, 1940 (Rule 6.3). Despite additional comments on this 
rule in "The General" (11/6:18) it is still not quite oecific on a num- 
ber of points, As a result, ‘it cau sed more arguments bpogged down ga- 
mes than any other rule. The following questions were sent to Donald 
Greenwood and have been most successful in clearing up the last (hope- 
fully) of the controversy about this crucial element of the game. 

rely states that ench and Bri- 


oe Anglo-French Cooperation rule 6.3 me 

ish units may not STACK together in the same hex. I 
ATTACK the same Axis defender from different hexes, 
tack factors for the single attack? 

A. Yes. But, if successful, only British OR French may occupy. Not both. 

Q. Suppose I wish to throw air power into this attack? 

A. You may use either British or French air power, but not both. 


nonetheless 
their at- 


Q. Rule 6.3 also states that only French - not British - vnits may gar- 
rison Paris or the Maginot Line. What do you mean by "garrison" in game 
terms? 

A. It means British units may NEVER enter Paris or Maginot hexes for 
any reason, 

Q. Suppose Axis forces take Pari 
cking from different hexes, c 
terattack? 

A. Yes. But, if successful, only a French unit may advance and retake 
Paris. 

Q. Suppose no French units are available. British unit 
the Axis in Paris and eliminate them, May British 1 
ris? 


itish units, atta- 
UO & Singie coun- 


hemo, nouleven “nen. hus, paguen Axis uaa are e ted, they were 
last to occupy Paris and thus the French government Se per Rk 3.52 


French gee 
both types 
ould seem ne 

the units, 


@. This raises another Loe You say ane Bri ti 
nes may be used to support a British/French attack; 
since they may not stack even on the Axis defender. 
suggest British planes cannot be used to defend Fre: 
and Vice versa, since they cannot “svack'™ with snout 
ha Correct. 


S fee 


g ¢ 


(0) 
° 


Q. That, in turn, suggests that (a) either British or French planes 
Tout not both) may counterattack an Axis unit in Paris as above, but 
(b) only French air units may DEPEND Paris since only French ground u- 


nits may be in the city. 
As That's correct. Hence, French planes are valuable! 


Q. We assume the same goes for using fleets in naval bombardment sup- 
porting a ground attack (Shore Bombardment, 4.9171); i.e., you may use 
either British. or Teno naval units but not both, 

Ae CONTeeus 

Q. May I station British air units in Marseilles while the French Fleet 
is stationed there? 

A. Nos no stacking of British/French units of any type until 1942 (ex- 
cept Free French). 


Q. "The General" 11/6,17 rules on French supply as follows: “... as 
long as Paris is controlled by the French, French mainland forces MUST 
trace their supply from Paris or they are isolated (unless they are in 
the Maginot Line). If Paris falls, a supply line may be traced through 
a friendly port to Britain for one turn in order to counterattack..." 

A friend of mine came up with a cute trick the other night. He assaul- 
ted Paris and eliminated all French units there, but DID NOT OCCUPY the 


it 
te 
Oo 
m~ 
a 
ie 
£ 
ff 
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city; instead, he placed an aromored unit with a ZOC on either side of 
the city. Thus, Paris had not fallen so no alternate supply line could 
be traced and all French units in the country were isolated: Is this le- 
gal? : 

A. Yes, it's legal. But probably not wise. Elimination of all or most 
‘rench units leaves a very weak Vichy government. Thus, the German would — 
ind himself having to defend France alone; also, a strong Vichy govern~ 
ment is a deterrent to Allied violation of Vichy colonies. 


Q. When France falls, who gets Corsica? Vichy, or a die roll? 
Corsica is automatically Vichy. 


. During a recent game, at the beginning of the French turn, the Ger- 
mans were in Paris so the French could make "no other attacks" except 
ainst Paris. However, aS the French player, I wished to open my turn 
with a Declaration of War on Italy. The reason was that, with the Tad 
of France near, I wanted French (not British) BRPs to pay for this De- 
claration of War. Now, there's no rule against this - but it does seem 
funny - and my German opponent objected, so l didn't do it, Was it le- 
gal? 

A. No. 3.52 disallows attacks of any kind other than an assault on Pa- 
ris if Paris is occupied by Axis. A declaration of war can be construed 
As an attack and its cost (35 BRPs) would interfere with the main re- 
quirement of an offensive against Paris (an additional 15 BRPs) which 
is usually more than France can spend in a single turn. Besides - it's 
just plain illogical. 


Comment: Incidentally, I don't think "Third Reich" is unrealistic in 

fhe amount of time it takes the Germans to defeat France. The histori- 
cal fall of France was a very freaky event, which CAN happen in a game 
against a poor French player. But with experienced player, what usually 
happens in the game is probably closer to what Wshould® have happened 
historically. = 
Reply: Right on! A pity so many people have been blinded to expecting a 
game to do exactly what history did and can't see this (DG). 


Note: Anglo-French non-cooperation ceases in 1942.-Free French ALWAYS 
stack freely with the British, American, etc units. 


FURTHER “THIRD REICH" CLARIFICATIONS (by Mark Saha, USA) 
(wlh. The first three questions got answered by Don Greenwood %o0.-) -- 


Q. Buried away in the rule 6.2 (Nazi-Soviet Pact) is the point that. 
Fast Prussia counts as part of the area where the German must meintain 
25 factors on the Eastern Front. 

Most players do not notice this. They play by rule 6.1 (Invasion of Po- 
land) which states that “units in Germany proper cannot be used to sa- 
tisfy the 25 factor garrison requirement". They consider Hast Prussia 
as Germany proper. - 

But we play by 6.2.which specifically states that Fast Prussia may be 
used to satisfy this requirement. Are we correct? 

ko es: 


Q. If Italy is still neutral, may Allies “buy partisans for, say, 
Greece when conquered by a neutral Italy? 

A. Yes, but only after the invasion of Russie. No partisans may be. 
pought anywhere until then. 


Oy (a) May an air unit stage to a naval base, and then be moved by sea 
transfer in the same turn? (b) May an air unit that begins in a port bes 
transfered by a fleet and then stage? 

A, (a) Yes.- (b) No - out of sequence. Staging is Movement Phase, Sea 
Transport is Combat Phase. 


As you requested, I've gone over the rulings on ‘Third Reich" in "The 
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General 21/6. The following are rulings that supercede my tentative and 
unofficial ones for you earlier (cf E 6-8,120): 


(1) ETsolated Units: DL had said that any of your: units that.are isolated 
at the end of your turn are removed from the board. Thus, if you moved 
into isolation during your movement phase, and failed to restore supply 
during combat phase, that unit is lost at the end of your turn. "The 
General" correctly overrules this: they point out that only units that 
were isolated AT THE END OF YOUR TURN are eliminated at the end of your 
turn. Thus, if you deliberately move a supplied unit into isolation, 
you have until the end of your NEXT turn to get it back into supply. 


tT 

(2) I said that ZOCs extend to all six adjacent LAND hexes of an armor- 
ed unit; they extend across rivers. but NOT coastlines. They extend OUT 
of fortress hexes but not INTO fortress hexes. 
This was correct as written, However, the Suez is now a very special ca-~ 
se and unique in the game: (a) Land units treat Suez as a river; they 
may freely cross it, and their ZOCs also extend across it (despite the 
fact it has a coastline). However, (b) Suez is NOT a river in that naval 

an 


ode 


that naval unit. 
Thus, actually, the Suez should have some sort of special notation - 
suchwad avdotted ine = -simce Its Merinersa tree river nor a true 
coastal area. But such a criticism is trivial; the Suez is unique, and 
it's only necessary to recognize that fact. 

y (3) Russian Winter: This is a new rule that is interesting and should 


be taken notice of: effects of Russian winter extend only through the 

winter 1941 turm. After that, the rule is no longer in effect. However, 
any German that waits until after 1941 winter to attack Russia is pro- 
bably going to find he has waited too long and will have little chance. 


IS "HIRD REICH" [00 COMPLEX? (by Mark Saha, USA 


/ 
I hope that all these rulings have not had an adverse effect 
tened off players who feel. this must surely be a me eC 
for them. 
Don't jump to such a conclusion. You are cheating only yourself. There 
are a great many rules, to be sure. But most of them are quite logical 
and suickly learned. The best advice to be given, I suppose, is to get 
into actual play of the game as soon as possible; and don' hat 
any number of illegal moves may occur. Just have a gooa time. Next day, 
glance through the rules book again. You'll spot the errors and illega 
lities. Thus, the more you play, the more accurate and refined your 
strategies and overall sessions. 
Frankly, I would wait until having 


i) 


played the game a few times before 
worrying about all these rulings. Especially, about the ones in “The 
General" 11/6 (p.16-20!). You cannot hope to memorize those points - 
and you aren't expected to! After you've played a few games, certain 
questions will naturally arise - THEN glance through the iGeneral'l-ar- 


ticle, and you'll find the answers. 


Sometimes complicated rules bog a game down. But in "Third Reich", es- 

pecially the multi-player version, it is the very richness of land/sea/ 
air and Grand Strategic rules that make possible a very wild and free- 

wheeling gane in which almost anything can happen. Your powers as tac- 

tician, strategist, and diplomat are all put to the test. The result is 
a game that, in my opinionvat least, is more than wot 

and offers some of the most rewarding experiences I have ever known in 

board wargaming. 


or or ALL owners and players 
/6 Design Analysis and Series 
ack-issues cost gl$+post)). 


{f might add that it is absolutely mandatory f 
of 3R to have copies of “The General" 11 
Replay articles concerning 3R (p 15-25! 
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SITTING IN JUDGEMENT. OF AN OPERATIONAL GAME (by Tan L Straus, BRD/USA) 


((wlh. Though the “Modern Battles Quad" got released in the mean-time, I 
suppose that the following article may still interest you; obviously ait 
was written some time ago.)) 


Simulations Publications new "Modern Battles Quad" games will deal with 
'Operational' level combat: the area between tactics and strategy, the 
domain of division and corps commanders. 

This field has been neglected, and past ventures into it have left some- 
thing to be’ desired. For instance, SPI's "Lost Battles"(c. 1972) had dir- 
ty rules and didn't handle armor well despite its onnovations; and Avalon 
Hili"s older "Battle of the Bulge" (c. 1964). although very playable, ig- 
nores the artillery which stabilized the defense of Bastogne (which would 
have 2- to 4-hex ranges on the map). "Kasserine Pass", while dealing 

with artillery, fails to require combined-arms infantry-armor attacks. 


Before.the "Modern Battles Quad" arrives, it is appropriate to set a 
‘high standard to judge it: Does it require the players to deal with the 
problems of a division commander on the battlefield? 

Some of these problems, and questions we should ask of a new game, are 
outlined below. 


(1) Exhaustion;:, Cardboard counters never tire, can be kept moving, attack- 
ing, defending for weeks. But real troops reach burn-out after one or two 
days of sleeplessness. And although a 12-hour day gives time to walk 76 
km, half that distance is a generally accepted length of march. The ten- 
sion of combat is said to lead to quicker exhaustion. Exhaustion has al- 
ready been simulated in forced-march rules in "1/7/76". Does the new game 
give the commander the choice of bruning troops out in one massive effort? 


(2) Neutralization and the function of artillery: The normal fire mission 
is officially a 'neutralization' mission as opposed to a "destruction' 
mission. This is a result of First World War evidence that even the most _ 
_massive firepower may not DESTROY a unit forever. 

However, available firepower will prevent an enemy from interfering with 
the ground-gaining units, keeping heads down, breaking random gaps in 
well-planned defensive positions, causing casualties necessitating reor- 
ganization, and screening maneuver units with smoke. Attacking infantry 
can be stopped and decimated, armor will button up and still lose acces~- 
sories such as radio antennae, and troops in assembly positions can be 
scattered. Ideally each of these effects can be simulated. Does our new 
game make cannon artillery a neutratizer, producing more "D" and fewer 
"lt results than ground attacks? 5 


(3) Engagement and disengagement: A unit which becomes heavily involved 
in combat finds it difficult to maneuver or withdraw without aid. This 
emphasizes the need for reserves. In many strategic-level games extra me-~ 
vement costs are charged for moving in an enemy zone of control. ieeiBuls 
ge", units can become ‘engaged’, totally committed to combat and unable 
to maneuver. Does our operational-level game make use of these prece- 


dents? 


- (4) “Combined Arms": "Lost Battles" gave units separate attack factors 
against armored and non-armored targets. Although problems of game mecha- 

‘nics hindered it, this was the first attempt to give antitank units a 
special anti-armor role. In addition, it is desirable to question anti- 
armor weapons! effect against infantry. Last, field artpilery Ss ertective= 
ness should not decline (as it does in "Ranzer Leader") when its targets 
grow denser. As a test of target effects rules: Are combined-arms opera- 
tions necessary in the game, as they are in cveality? 


(5) Reconnaissance, Screening, and Target Acquisition: The free knowledge 
given on the board is unrealistic. This is commonly handled with inver- 
ted counters. Reconnaissance should be necessary, and an outpost line 


should give warning. from attack and shield from reconnaissance. 

On the other hand,some information is always available from aircraft, ra- 
dio interception, and prisoners. Perhaps the best test of the reconnais- 
sance problem is: Does an armored cavalry squadron have a function in the 
game? Must the player choose where to concentrate his reconnaissance? 
Related to this.is the problem of target acquisition for the field artil- 
lery, which becomes even more important to the target. 


(6) Supply: At the cperational level, supply of ammunition becomes impor- 
tant. Major efforts will deplete the supplies available. Does the player- 
commander have depletable resources? 


(7) Partial Losses - Depleted units: Most tanks ‘knocked out! in action 
can be repaired quickly be the side which retains the battlefield. Simi- 
larly, most infantry platoons destroyed on a tactical Scale include 
enough survivors to be reconstitued when the pressure of battle is relis- 
ved. These are major motives for relentless pursuit. Gn the other hand, 
even constantly victorious units are worn down by operational losses. 


(8) Flow of Information and Reaction Time: Do you really think that a di- 


vision or corps commander knows where his companies are? He knows where 
battalions WERE in a mobile situation. Any information steadily becomes 
outdated. Time lags necessitate intermediate HQs, SOPs, and missicn-based 
orders. An ideal operational game might reflect these time lags by allow- 
ing players to move brigade headquarters only after moving their battali- 
ons, and allowing battalions to move only within a certain radius of 
their brigade HQs. Thus, the battalions’ movement would be limited by di- 
vision and corps orders of the previous turn. 


Hopefully the "Modern Battles Quad" will cover as many of these points as 
possible and more closely approximate the position of a division or corps 
commander. 


f(wih. [I wouldi like to. get.more. of this kand of prineipel articles, sta= 
ting what we, the players, would like to see in a new game. Also, I'd ap- 
preciate a "Modern Battles Quad" review refering to the above article. 
Therefore, though I have an extensive MBQ-review in my hands, I don't pu- 
blish it now. Unfortunately, since SPI doesn't send me review-topies of 
their games (and since I can't afford, as most of you probably, toa buy 
the huge amount of games they produce), I can't check mysel¢.)) Sats) 


THE "WHITE BOX" GAME (by Tom Oleson, USA) 


My first gaming love was "Monopoly", and I could hardly wait until | sa- 
ved up for the deluxe version in the white box. In "Europa" 6-8, Enrico 
Manfredi touches on what I would call the wargaming equivalent of the whi- 
te box game, and he shows a very keen perception indeed. 


There is very little PHYSICAL difference between the latest product from 
SPI, AH, GDW, etc, and one of the early games like "Tactics Lit; Wevare 
still using little pieces of cardboard, rolling e die, laboriously con- 
sulting a CRT, and moving about on a cardboard or stiff-paper map. To 


borrow a computer term, the 'software' (rules) of games has gained great 
sophistication, but the ‘hardware’ has lagged behind. 


I hope that the next 'Great Leap Forward! in wargaming is in hardware. 
Perhaps little plastic discs or cones instead of cardboard units; a mini- 
computer instead of a CRT, and it shouldn't be hard to think of more at- 
tractive and functional playing surfaces, either. 

Of course, this will mean more expense, and for that reason no game com 
pany may chance it. ((But how about a federation of companies doing it? 
wih. 2) (ehope that they ido. for this reason: 

At the present time there are quite a fcow gamers who spend 100 or more 
yearly on, say, a dozen games, each one of which probably will be played 
tess than a dozen times. I would rather spend even $100, and it shouldn't 
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be that much, on-a really deluxe game with radically superior hardware to 
the relatively crude tools we are using today. Just think, for example, 
of the hours saved if one could push a button and get a combat result ra- 
then than labriously calculating odds and consulting one or more tables. 
Is this really so impossible a dream with today's technology? 


I don't know if this has spread outside the USA yet (andeed,. perhaps we 
are not first with it), but electronic games which are affixed to the TV 
set: are growing in popularity here, and they are very expensive. ((wlh: 
-Some.of them are available here also; but since they not only are expen- 
sive, but since the games are somewhat silly too, I don't think that 

they ever will be.a great hit in Europe.)) 

So many of the gadgets with which we entertain ourselves: tape recorders, 
“tv, golf clubs, tennis rackets, stereos, etc, are FAR more expensive than 
wargames, so why can not a wargame cost as much as a stereo speaker, IF 
it is a 20th century product? When you think about it, there is lattice 

of modern technology in the hardware of wargames. 


First we only had a few games, and asked for more.- We got that (did we 

ever!). Then we said, give us better games, and I. think we are getting. 
that, too. Now, I say, give-us MODERN games: Net modern in the sense of 
historical period, but with modern technology. Who will be frre t? 


((wih. Uff - if ever that will come, let's hope that then it will be a 

really good, playtested game; probably a unitized construction system 

would be the best, where-we have to buy an initial set of items and to 
which later we can get kind of cassettes with different maps, different 

kind of units, etc. But what kind of game would be the one deserving 

such big expenses? Maybe Bob Latter's (UK) description might help: "How 

about asking your readers! opinions of the ‘perfect’ (7!) wargame sys- 

tem? 1 feel that it would contain combat and replacement rules as good 

as “Anzio, likewise unit accuracy and interest, terrain as good as "Pan- 
-zerblitz", supply as good as "American Civil War", movement as exciting 
- as "Sniper", leadership like in "Atlanta", be on the scale of "DNO/VE", 

yet as simple and playable as "Borodino" and, finally, be completely no- 
-yel. How about that?" )) 


EUROPEAN GAME SELLERS 
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AH: (* with German rules): Tactics TIS CDM 2ese)s OD" Waterloo, otal ine 
grad*, Bulge, Bikr (37.80), KrSp, PzBl*, Luftw*, Origins , RHW’, 3R, FAQ) 
PrL (47.60), AK* (37.80): hobbycommerz, Schillerstr 40, D-8 Munchen Pas 

BRD, and some also: Laéhrer & Co, Seefeldstr 196, CH-8008 Ziirich, Schweiz 


TSS Mee TSR-games/rules: cf page 1; additionally I sell: Metagaming aaa! 
cepts "Stellar Conquest” (Ske 23. =) = 48); and their zine "he space has 


m3) 


mer" (SFr 2.-)(= 70¢) per issue, postage included. 


JRPs Jagdpanther-Games (UK/E-prices unknown) by Charles Vasey, 5 Albion 
Terrace, Guisborough, Cleveland 1514 6HJ, UK. 


Dive Chris Harvey (27 Five Oak Ct, Birmingham Rd, Walsall, West Midlands} 
UK) sells: Imperialism (3.75), Stariord (2.40), Chickamauga (Fly Zzurt 
(2.40), Helms Deep (1.50), Manas Tairath (2 Sei, a Skee (2.50), Alaen Spa- 
ce (edt) Bil coh, Berita tm (4.4) pease, Kasserine Pass, Overlord, Ver- 
dun (all 3.75 each) (prices in ¥, postage included). Runs also Computer- 
games (Battle Plan, Time Trap, Raumkrieg, Nuclear Destructian; zine bee 
kill", game fees /41-/1.60). 


SPI: Jdrn S Eriksen, Kjaerslund 2, DK-8260 Viby J, ames er i Yoalio= 
You also may win a game: if you buy a game (S9-games: DKr 50, WITE 135) 
you will get a number. December Ist T shall choose one of these numbers: 
the lucky one will get a free £9-SPI-game from Jérn. 


Other Scandinavians: cf E 9,39.— SPI: Reginald B Atkinson, Box 44025, 
[5-400 76 GOteborg (9 = SKr 50.- + 5.- postage.- Traci trons mo realy. 


THE STATE OF THE ART (by Jack Greene, USA) 


Walter is a demanding editor. He wants to know about all the wargames on 
the market. What can I say? I am selective in the games I usually review. 
My prejudices are numerous. I like to review games I find fun playing. 
With so many games on the market and a limited amount of time to play 
them in I like to pick the ones I enjoy, or think I will enjoy. 

Let me give one example. "The Spanish Civil War 1936-1939" (Jagdpanther). 
Walter wanted me to write a review of 1t but I will end up not even 
playing this game. 

It might be a good GAME, but it is not history, and a reading of the ru- 
les and a look at the pieces shows that. The rulebook begins by telling 
one that "a conspiracy of military officers brought Spain into the bloc 
diest Civil War she had ever seen...". That is the total internal ex- 
planation for the Spanish Civil war given. By internal, I mean the in- 
ternal forces within Spain. The units themselves are universal infantry 
units, that is, Republican, Italian, Nationalist infantry division aL 
have: a strength of 4. All in all, I would much rather wait and see GDW 
or Avalon Hill's treatment of this conflict then play this particular 
game, 


One. can also go to the opposite end of professionalism to SPI's !Global 
War" that several of us were about to play when we discovered that the 
errata sheet was not yet available because SPI had not figured out how 
to make the game work! That is, an expensive and I feel still potential- 
ly good game was placed on the market at 912 a game with rules that sin- 
ply do not work, 


Recently we (= “Das') completed playing several games of "Alexander the 
Great" (AH, $8+83 postage, with refund of overage). To be frank I 
thought this would be a good game but I thought Mark Saha's reviews of 
Avalon Hill's new ones was too syrupy, that is, they could not be THAT 
good. In the case of ‘Alexander the Great" he is right. A superb game 
that really captures the flayor.of the era. 

"Alexander the Great" is a clean, short, fairly simple game yet with 
enough variety in the type of units and capabilities to make a well and 
seemingly accurate game. I have one complaint that flaws an otherwise 
excellent game; s 
Avalon Hill was penny wise and pound foolish by not printing 3 strengths 
on the backs of the various units involved. The playing pieces are. sup- 
posed to be flipped over and represent, then, strength units. But the 
game player is supposed to mark in pen or ink these factors ((the same 
Th DOeEts. biue Go Grey's Goo: wlh))! A sort of do-it-your-self step in an 
otherwise professional presentation. To me I find this outrageous. You 
have a pretty mounted game board with attractive, and several large, 
pieces. Then, as soon as losses take place, you flip over these blanks 
which do NOT show unit type, unit speed, or unit strength. I feel that 
this totally unprofessional. I would sooner pay $84 or £9 to have a com- 
plete game, then one that looks ugly halfway through a playing of it. 
Other than that it is a great game. Let me especially say that it has 


+ 


been Dlay~vested excel lenaiy, 


iCrimeat (GDW) deals with the Jrimean War, specifically the campaign 

on the Crimean peninsula. Unlike "Alexander the Great", "Crimea" has re- 
ally poorly playtested rules, I think the real problem with rules lies 
in the fact that few examples of play were used to explain the very in- 
teresting and innovative rules. 

This game is not short (the campaign version that is, there are shorter 
‘battle! games), nor is it easy. It is for the advanced player. 

Other: then the rules and the length.of the campaign game this iS an ex~ 
cellent buy. Beautiful counters, reds, greens, blues, it is a step re- 
duction strategic game with grand tactics thrown in..The game includes 
fleets, fortresses, cavalry, artillery, special Russian rifle battalions 
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and Dragoons, disease, and other rules as well. It is one of Frank Chad- 
wick's finests ("Torgau" was one of his). he ane 

The beauty of this game is that one can go directly for Sevastopol, or 
instead go for Simferopol. Or take another option and seize Kertch? 
Meanwhile the Russians steadily gain in strength. Yet both sides feel 
right from the start that their individual positions are in a pad way. 
That is, both sides feel in trouble and in a crisis right from the 
start. I do feel that the allies have a slight edge, especially early 

in the campaign. ; Sah: 


One exciting process one seas in GDW games is that they evolve constant- 
ly. Not only with innovative game design and new ideas, but, while I 
still do not have my Raglan counter, they have short scenarios so one 
does not have to give up a weekend for the campaign version. They seem 
to hear complaints about their products and act to correct them. By 
questions as to some of the rules were answered quickly. I can't wait 

to see what they do with era's or battles. It should be as exciting as 
Wlorgan" iand "Crimea; 


NSSN" is also available from GDW ($8; "Crimea", by the way, 28.75; US 
postpaid; B/UK: + $2 postage). The game is short and fun. It deals with 
antisubmarine warfare of the modern era and includes vessels of the Sov- 
iet, American, French, and English navies. 

The rules are short and clear and the game was designed by a US naval 
officer with unclassified information. Which may be the main problem 
with this game. Submarines just destroy surface vessels. An average sub- 
marine commander should be able to destroy four enemy surface vessels 
before he is sunk, which may be the image the US navy unclassified in- 
formation would like to present. Submarines may stand off and remain 
undetected while they "pick off" one vessel after another, while the 
surface force vainly searches all over the board for the enemy submari- 
nes. Torpedoes in this game do leave 'a directional indication of the 
source of the missile but this is not true for Subroc. 

Planes are not included, but according to GDW they are represented by 
the very knowledge that a submarine is present in the 100 square mile 
area to either the anti-submarine submarine or the ASW force. 

Larry Hoffman raised some interesting points about the structure of the 
game. Torpedoes travel at 93 knots, which both of us feel to be too 
high (more like 60 knots). Torpedoes are fired and take affect the same 
turn, AFTER ship movement - which raises the speed even higher. Visual 
sighting and plotting range is 20,000 yards without the use of any de- 
tectable equipment. 10,000 yards at night. We do feel that one hit on 
any vessel by Subroc, Asroc, or torpedoes will disable or sink outright 
any vessel, which "SSN" does portray. 

I would like to see some mare knowledgeable comments then either myself 
or Larry's on "SSN" and its accuracy. 


A modern "Missile Boat" type game by the same author is in preparation, 
possibly ‘the readers of "Buropa" could influence its structure as well 
as give some thought and imput into "SSN", 


and "Missile Boat" (Rand) at some length. We both agreed that "Missile 
Boat" was not very substantial of a game, Mark making the point that 
the stacking rules were ridiculous (distances between vessels are im- 
mense), while “Seastrike"® suffered from a World War II mentality of se- 
veral hits needed to stop a-vessel, that is, in modern warfare one good 
missile hit will disable 4 vessel if not sink it. In "Seastrike" it 
may take several. Marc and I both agreed that the systems failure pro- 
cedure in "Seartrike"” was excellent.. 


Marc Miller of GDW and myself did discuss both “Seastrike™ (WRG, UK) 


Having just visited GDW.I thought I might mention to the readers of E 
what they are coming out with in the next six months ((cf also Mark 
Miller's notes in the end of the Torgeu-articles series in- this issue)). 


INFO: SPANISH, CIVIL WAR, ALEX, CRIMEA. 
‘Phe Fall of Tobruk" and "En Garde" should be out within the month of 
August. The former -is priced at $8.98 ((no, Marc, let's be audace and ., 
say 9, can't we? wlh)). and the latter at $4. oe 
TFB (The Fall of Tobruk) is a John Hill style game designed by Frank 
Chadwick. "En Garde? is a sort of fantasy game of life and fighting cen- 
tered around the 17th century. Somewhat like “Dungeons & Dragons", one 
becomes an individual of that period and will have a mistress, or fight 
in campaigns, or gamble, or all of these and much more. hope to dis-~ 
cuss both of these games in more complete detail later. 

Also appearing will be a strategic game on the Russo-Japanese War by 
Marc Miller which looks to be quite good. "Their est Hour’ (Huropa 
series), and a campaign game on Waterloo, the latter by Frank Chadwick, 
should appear also. The former is a combination Battle for Britain/Sea- 
Lion game. 


Three final footnotes. Designers take liberties even at GDW when it con- 
cerns history and accuracy, something they pride themselves in. (The 4th 
British division in "Crimea" was armed with the Brown Bees for several 
of the early months of fighting before it was replaced, so therefore it . 
should have a mich smaller fire factor at the beginning of the game.) 


Secondly, I have chosen the title "State of the Art" as a title for 

this column to provide some continuity between my old colwm in "Con- 
flict" and my writing for "Europa", I suppose their is a touch of vani-_ 
ty too in my attempt to stay somewhat near the top of understanding and 
thinking about the state of the art within the hobby. 


Finally, I hope to have a bit more settled review style then in this co- 
lumn this issue after returning from Origins I. 


OPS & INFO: SPANISH CIVIL VAR, ALEXANDER THE GREAT, CRIMBA 


ee 


((wlh. I am adding here the "Ops & Info" part concerning the games which 
got mentioned in Jack's article; I hope you will approre:> this as a kind 
of better layout and organization. And - to the hell with those who do 
complain anyway - or so. "Global War" comments should follow either in 
this or next issue, if possible together with Martin Champion's play- 
test remarks (I'm still waiting for an eventually revised version); 

and Pall of Tobruki' will get reviewed in Mark Saha's article Pn es hO= 
bruk Games" - ca a dozen pages - of which I can't say yet whether it 
Will. be in this issue or not. Disadvantages of the mimeo system...off- 
set would be simpler...)) 


gt 


Torbjérn Alm (Sweden): “The map was at least on card board, although it 
had to be glued together. The counters were printed on high quality pa- 
per in white resp blue. The rule sheet was extremely small and rather 

incomplete. A disappointment, although not unexpected..." (cf also Tor- 
bjom's notes about other JP-games in the SF/Fantasy-part of this issue) 


Dan Zedek (USA): "A great game. Because of its simplicity and playebi- 
lity it is now up there among my favorites. Both sides must be aggres- 
sive, and because of the high movement allowances, position is not im- 
portant, it's vital.- Republican Player: his first job is to mop up 
the Nationalist enclaves behind his lines. This should take two. turns 
and give you a massive headstart. Use the Basques to their full advan- 
tage. Most Nationalists fall into the trap of waiting too long +O ate 
tack the Basques; when they do,it can drain off enormous forces.- Nati- 
onalist Player: must never hesitate, especially in the early turns of 
the. game. The Basques: must be dealt with quickly if at all. Remember, 
the Republicans have only limited reserves, that cannot survive con~ 


a 


stant poundings especially in the undoubled positions west ol Madrid." 


tBushwhacker" (JP) announced an errate sheet for this game =~ (fh pF. = 


B LO/TL: 52. 
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War, Alex, Crimea_ 


Alexander the Great | 


Tom Oleson (USA): To my remark that the map of Alex 


icecream: “I think no one is very pleased with "Chancellorsville" oF 
tAlex", esthetically." 
Richard Berg (USA): Re E 6-8,48: "Was amused by the term ‘Sheer physi-~ 
cal beauty’ -in reference to Alex game. The map is a mistake (literally; 
it was done without consulting the rules-writer or the TEC!!!!) and the 
counters are pink and blue. Aside from that, what's to quarrel with." 


looks Like melted 


Gary Gygax (USA): (as you will remember, the designer of Alex). "hes ré= 
view of ‘Mlexander' was right on the button, and lL stil) find myselt 
getting all excited when I play due ta the pace of action. I am never 
QUITE ready: to open combat when it starts, and I seem to find myself on 
the losing side every time I play, but it is enjoyable from the stand- 
point of sheer ACTION. Once those melees begin it goes until one side 

or the other crumbles." 

"Alexander is.a failure as a special board design. The board looks just 
horrid, and I don't know anybody who finds it attractive. It did turn 
out to be useful for a ‘Battle of the Hydaspes River' variant, but that 
is about it. AH is experimenting with different maps with its mail or- 
der line, and I don't believe that either will be seen again - I am cer- 
tain about the 'Alex'' approach. I would have had the map done as an 
ancient-style map of the battle area, in earth tones primarily, with so- 
me stress on the wagons and such in the baggage camps." 


f 


) 


Mark Saha (USA): "However, I must say that playing the game will relie- 
ve you of most of your misgivings. Coe) hiso, Théswitext poard is no 
problem insofar as play is concerned, since it is for the most part 
clear terrain anyway.- This is a game you will either like or noes Or 
it has a very great advantage in that it is quick to set up - produces 
very fierce and short battles - and is over-in an hour or two. Despite 
that, it isn't simple; it has very rich tactical possibilities and is 
fun to play since here at least is a game without eyestrain aE bacneG a= 
If you want to improve playability, obviously you should write the hal- 
ved combat factors on the back of the units. Also, you-may wish to xe- 
rox the Morale Tracks and mount them on cardboard. This way, they aren't 
under the arms of the Greek player. 

Perhaps,-in retrospect, I would have to say AH has underestimated "Alex" 
and sold the game short. It's a fine effort, and deserved a better map 
and reverse-side printing of the counters. It was a matter of no time, 
including press time, and "Alex" got the lowest preoriay: “ 

He also wrote: “Enjoyment greatly increases when you learn advanced ru- 
les and use free setup. It's VERY creative to-study the various combina- 
tions of combined arms and experiment with different approaches." 

((By the way, Mark uses Prestype sheets, acrylic sprey — and by this 
gets oo good looking units, including the markings on the inverted 
sides! 


Paul Berchem (BRD) thinks that the game's Strategies and tactics are 
too easy, the game too simple. = 

Mark Saha replied to this: "I disagree the game is too simple: Haybe 
your friend isn't using FREE S&TUP? Try it! The Persian sets up first, 
then Macedonians. There are almost endless combinations, like chess. 

And the Macedonians must put together a combination that will meet and 
defeat the Persian one. For example, placing your missile units on the 
front negates a cavalry charge; and, cavalry is helved always (for, CRI 
purposes only) when attacked by missiles. So, should they go in fronts: 
Or should the missiles support (from the rear) a cavalry charge instead: 
As Persian, I love to charge the Phalanx with chariots anytime my oppo- 
nent leaves a rear hex vacant; there is a 2/3s chance of passing 
through end getting behind his lines: The Macedonian cas easily turn 
around and destroy the unit - but exposes himself considerably to the 
main Persian force..i" Chop AG, FD 


OE OY Mabe Oy a MARC MILLER: GDW-NEWS 
CRIMEA 

Harti Ammann (Switzerland): "Some very first thoughts - a very incomple- 
te view.- the game is rather complex and unfortunately the rules are un- 
clear in some points. Some of these points are quite decisive to the 


outcome of the game so players should agree on them before they start. 
However it would be much more convenient if game companies would write 
their rules so that only minor points are unclear (since it probably is 
impossible to write absolutely faultiess rules). 
Each turn consists of a strategic movement segment (movement) and an 
action segment (combat + limited movement). The latter can be a ravher 
lengthy affair since it ends only after three consecutive action turns 
s made up out of an indefinite number of action 
ig} 


(each action segment i 

turns) have passed without melee combat being conducted, anc even then 
it may be continued through strategic reserves. Thus a lot of units are 
bogged down in a restricted place and it may take ages before strategic 
movement recommences and things get moving again. 

On the other hand, strategic movement seems quite interestine. lhe ab= 
lies at least at the beginning of the game don't have a port near sevas- 
topol, so they have to bring their whole army including & huge amount 
of siege guns down to besiege that city. On the way they have to de 
away with Russian units and later keep a supply line open. 

On the whole it seems to be a game with many interesting features. I 


didn't like it, and therefore I haven't really played it - might be a 
matter of taste. Since thie is the only game on the Crimean War around 
so far, there will probably be quite a lot of people interested in it. 

I would however advise them to take a look at it if possible before buy- 
stasis Mee 


In "Midwest Gaming Review" is a long and interesting review (MGR 15, 25 5 


by ben Scensny?): "I believe that this game will become a classic; not 
because of tremendous popularity, but because of the new ground it 
preaks in design and treatment of premodern warfare. the Crime game sys- 
tem should be adaptable to most grand-tactical premodern warfare." Af- 
ter having explained why, he also states that it has "pretty cl 


t lear ru= 

1es" (which is in contradiction to the above quoted opinions of Harti 

and Jack Greene, cf also in “Wargamer's Information See He also feeis 

that the game i 5 align game can “last a long, 

uovauens etinccallaiec 

strain to get the game set to play". 

Finally, he recommends it “highly to anyone interested in realistic war- 

laine. ere conflict represented", but “if you dislike games 

that take a lot of time, however, I advise you to lock at a friend's 

ha = - b : ing.# (co p 49, 83) 


GDW-NEWS (by Marc Miller, USA) 


((wlh, Cf also after the Torgau-articles: planned GDW games)). 


ay and night for well over six weeks, we now have two new 
1 be able to announce at Origins, one for Conflict Games Co 
or Game Designers' Workshop (GDW 


ames we wil 
GGG), obe f 


GDW is finally coming out with "En tarde”, our game of 17th century 
swashbuckling society. In many ways, it reproduces the era as we have 
geen it in the movies, rather than as we see it in history. Based on a 
general design concept similar to "Dungeons & Dragons", “En Garde!" gi- 
ves complete rules and charts for wandering thru a life of adventure in 
a hypothetical country which we sometimes call Trance. (CR ep 5174.82) 
eS 


<q Os 


CGC is announcing it's next boxed game, called “The 
will show it off at Origins at the same time that AH 
ruk", While theirs shows squad action, ours is battalio 


vel; one day turns, two mile hexes. The game deals with 


ruk, May 1942. Other features are wrecks and recoveries, command con- 
trol and mimer se lds, 


Currently, GDW is working on several titles, some of which we will pub-.. 
ON Sit aaa hearse: dae 
"Their Finest Hour" is the next one in the Europa Series, to cover the 
Battle of Britain, and Sea Lion. : 
"Russo-Japanese Wart; Modules will cover the land war, the sea war, and 
the integration of the two into a campaign game. Land is 7 mile hexes of 
Manchuria; Divisions and Brigades; monthly turns. Sea is individual 
ships (tho 3 destroyers, or 6 Torpedo boats per counter), monthly turns, 
75 mile hexes. I think I conveyed the basic concepts to Jack, when he 
stopped by last week, and enjoyed his reactions to them. In any case, 
this game should appeal, I hope, to both Naval and land fans. 

The Waterloo Campaign"; Frank, with his experience in “Torgau", and 
Wirimea, is now undertaking the Classic Napoleonic battle. This does 
not guarantee any similarity in any specific way with "Torgau" or Op E= 
mea", but perhaps a blen of what is necessary. Division levyel, some 
step reduction, probably 14 mile hexes. 


We plan these three for Fall publication. It is possible that we might 
put in "Missile Patrol Boat" in place of RJW or Waterloo. Otherwise, it 
won't come out until spring. 

A word about “Missile Patrol Boat: As we now have the draft of MPB in 
hand, and it is in play-test, I can comment a bit on it. MPB is quite 
bloody, and quite fast. Our several scenarios deal with historical in- 
cidents from the Indo-Pak war, Sinai, Vietnam and Korea, plus several 
hypothetical scenarios that allow the boats to show their stuff. 

The map is geomorphus, with some sheets clear ocean, others with is- 
lands scattered about. Counters have so much data - we printed some of 
it on the backs ((wlh: Uff - do we get transparent maps so that we can 
check the backsides of the counters with a mirror we put beyond the 
map?)). Differentiation is made for missiles, torpedoes, guns, ranges, 
fire control defense factor, movement; each counter will have a name 
and silhouette. Scale is 1000 yards to the hex, and people should be 
able to use their "SSN" maps to extend the board even further. But the 
two games "SSN" and "MPB" do not mate. We tried, but the systems are 
just too dissinilar. "MPB" uses attack superiority, rather than odds, 
but the superiority takes into account speed, fire control and firepo- 
wer. The results are quite interesting, and fun. 


EN GARDE. 


(abies None of the several Tobruk-games (AH, CGC, Balboa) arrived 
here yet, but at least the first two should be on their way to Hurope. 
But I have “En Garde!" in front of me and might at least describe what 
you get for your B42 cP p $1,538, #2) 


Principially, it is a paper & pencil game, i.e. you only need the rule 
pooklet (46 pages) and a six-sided die, “and some friends", as the fly- 
er mentions, in which you also read "Specific rules include a complete 
fencing system (to settle those disputes you may have); character gene- 
ration, social climbing, money, carousing, mistresses, gambling, influ- 
ence, the military, advancement, everything you need to live a full li- 
Dey Sniven joy eve, ime or si Et, 

The Introduction to the Rules says: “The game was originally devised as 
a fencing system, with background added to provide scenarios for duels. 
After a time, it became appearant that the background was more fun than 
the duels, and En Garde, in its present form was born.# 

‘Some titles of the Table of Contents: Characters, Duels, Recovery, 
Swordmanship, Weapons Breakage; Birth, Status Points and Social Level, 
Support, Clubs, Carousing, Female Campanionship, Gambling, Loans, Toady- 
ing, Bawdyhouses, Military Ability, Promotion, Influence, Disgrace... 
Sounds great - now I only need some friends to play it with them: 


Re Ot el es BOB MORSTEIN-MARK: TORGAU 
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TORGAU; ANOTHER FINE GAME FROM GDW (by Bob Morstein-Marx, BRD/USA) 


“Tn accordance with recent controversy regarding review writing (E -6-e, 
82) I will give a short description of my CoSim tastes so that the rea- 
der may recognize my biases, and keep these in mind while reading the 
revisws. 

I prefer medium length, intermediate complexity games. I lean toward 
land environment games of just about any historical period except the 
extremes (biblical age, and far future). I am in favor of Command Con- 
trol/Panic. 1 prefer "“simulations'’ over "games". I am an amateur histo- 
rian and play the games mostly for the historical flavor. If my reviews 
seem more “favorable” and less "critical" it is probably because I gene- 
rally do not bother to review games I do not enjoy to some degree. 


Morgau' is a step-reduction, battalion/regiment level game of the last 
decisive battle of the Seven Years War (1756-63) in which Frederick II 


A 
“(the Great) of Prussia defeated Marshal Daun's Austrian army, ensuring 
Prussia's survival against the Austro-Russo-Franco-Empire coalition 
through another year. More than 30,000 casualties were inflicted ite 
course of the day, which Frederick later referred to as his most decisi- 
ve and bloody victory. 


The cardstock 224x33% inch map, though unattractive in its dab brown, 
blue, and black hue, is very clear and unambiguous. The counters live 
up to GDW standards: high-quality, well presented, and relaxing the 
Look at. The rules are clearly written and presented in a small booklet 
which facilitates easy reference. The other components (charts, etc) 
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are all first-class. Unfortunately, "Torgau' is not boxed. 


Game. Designer's Workshop (GDW) has done an impressive job in an attempt 
to capture the feeling of mid-18th century tactics. Bach turn both 
players must choose which of the three formations of the day ie, co — 
_lum, or square) his infantry should deploy in. This makes a great dif- 
ference as a line can deliver superior firepower, but a large column 
has all the advantages in melee, and a square is the best defence 
against cavalry. 

On the other hand, columns and squares are excellent arvillery targets, 
and lines are extremely weak on the flanks, but a column can move fas- 
EC Sree Cre 

So, as one can see, it is not always easy to choose the correct forma- 
tions and this is one of the key points of the game. This is a time- 
consuming part for the first few tries, but after disaster or two one 
begins to catch on and realize that the line is just about the single 
most important formation. 

Aside from the formation rules, other factors incorporated into the ga- 
me are facing, morale, special units (dragoons, lancers, fosters), 
and an interesting offensive/defensive fire system, making "“Torgau" a 
very realistic, though slightly less playable simulation. 


a 


"Torgau'', unlike most wargames, incorporates no Zones of control, and 
units must be in the same hex to melee. Rather,a sort of “fire zone of 
control’ is exerted into adjacent hexes (only to the front for infantry 
in line and artillery). The only unit which may fire more than one hex 
is artillery firing offensively at a maximum range of four or Six hexes. 
Defensively, a unit may fire at any enemy unit that moves into its 
field of fire according to the amount of movement points (MPs) it 
spends moving adjacent and in the adjacent hex. Offensively, @ unit ex- 
pends MPs to fire. So if unit A with a movement allowance ef four mo= 
ves three hexes to get adjacent to an enemy unit B, it may fire once 
only (4-3 = 1), but the enemy unit B may fire twice since A spent 1 MP 
entering the adjacent hex and 1 MP firing (1+1 = 2). 

All fires are declared at the end of the movement phase, so during the 
movement phase one must watch carefully and remember exactly what. hap- 
“pened. One can imagin that for a neophyte a large-scale firefight can 


Be LO/ TING ce eee aa Bob Tem ue ia eMart ore 
be very confusing at best and maddening at worst. But, as with most néw 
game-systems, playability improves markedly with experience. ee ae 


The victory conditions are fairly simple. The Prussians must destroy 
half the Austrian army (betaine) or force 90% of it off the east edge 
of the map. The Austrians must destroy half. the Prussian army. Although 
I have not as yet played out an entire game, I would venture to say 
that the play balance is against the outnumbered Prussians. 


Tactics in the game are relatively complex, but it usually boils down to 
deploying the infantry in line with column on the flanks and in reserve, 
decimate the enemy with musket and artillery fire, and then launch the 
columms into the melee. Cavalry can harass the flanks of the enemy, be 
held in reserve for the final charge, or attempt to defeat the enemy ca- 
valry. Superiority in artillery is important, because it can weaken the 
enemy greatly before the moment of contact. 

All this may sound rather straightforward, but it really isn't so simp- 
Le. Send in your columns too early and they will be easily destroyed by 
the enemy line's fire - they're perfect targets. Send them in too late 
and your line will suffer heavy casualties in the pre-contact fire- 
fight. If the enemy has a superiority in cavalry, watch out on those 
flanks - after your cavalry is defeated your infantry is at his mercy 
(columns and lines are halved in melee value against cavalry, and lines 
taken in flank or rear are automatically, eliminated! If you change for- 
mation to square, the enemy infantry will-run you down as squares are 
Slow and halved in melee against infantry...) So, all in all, there are 
many tactical considerations. 


As far as grand tactics are concerned a multitude of important decisi- 
ons arise. The Austrians set up alone on the map in a strong hedgehog- 
type position, but they have their problems, too, since they don't know 
where or when the four Prussian corps will arrive between the nine pos- 
sible entry points to the north, west, and south. The Austrians cannot 
move until the Prussians enter a non-wooded hex or move adjacent to an 
Austrian unit, so just the set-up requires a good deal of important de- 
cision-making in itself. 

Probably the best setup involves covering the main approach roads with 
troops in relatively strong positions, while keeping a large “fire bri- 
gadel’ reserve to rush to the scene of the action when the Prussian! are 
committed, 


The Prussians, of course, have the advantage of being able to see the 
Austrian set-up and plan their entry points and times acgordingly. 

Even the best-laid plans can meet their doom, though, as die is rolled 
for each corps which can vary the entry time and even the entry point. 
This can be frustrating, but generally the corps enter in a fashion re~ 
sembling the original plan. 

Naturally, the entry points and times are totally dependant upon the 
Austrian initial placement. 


In conclusion, “Torgau" is a very long, relatively complex game with a 
high rate of complex decision-making per turn. But it is also a very 
realistic, exciting simulation which gains a great deal in playability 
as one becomes familiar with its rather novel game system. 

I must recommend it to anyone interested in this time period and also 
to other who like realism/complexity. 


BIBLIOGRAPHY {TORGAT) wlh.- Moves 20,27 review (Berg).- Panzerfaust 
67,42 review (Lowry).- The K(ommandeur) 9/3,8 review (Berg).- MGR (Iid- 
west Gaming Review) 13,17 mini-review.~ Am Wargamer II/10,1 review 
(Burr), I1/10,10 GDWs Rules Clarifications.- Warg Inf 2 review(Sleight) 
EB 6-8,74 review (Oleson), 6-8,75 review (Greené).-- George Phillies 
(Guide 3/5) also mentions: Am Warg 11/6,4 review (Phillies).=+ Battle 


Report review (Sobottke).- Ia Vivandiére 4,28 review (anon.).- 
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TORGAU (by Christopher MacLachlan, Scotland) 


((wlh. Shortened by one alinea - to avoid repetition - the rest of the 
article did not get edited; there are, in my opinion, a few simulari- 
ties to the yet published Torgau-articles only.)) 


The game is a very tactical one, in which the counters represent indi- 
dual regiments or batteries, identified where possible with actual par- 
ticipating units. Both sides therefore consist of a great many indivi- 
dual units, whose separate manoeuvres demand the player's attention. 
Although the game mechanics are relatively simple, if somewhat novel, 
the multiplicity of separate operations make the game lengthy and de- 
manding; each player has in effect to act as commander-in-chief and all 
his subordinates down to regimental level. A discussion of the game, 
then, naturally falls into two parts - tactics and grand~tactics. 


All infantry and artillery units can assume different formations. Infan- 
try may be in column or line; these evolutions are economically facili- 
tated by two-sided counters, upon which the different fire, melee and 


movement factors for the respective formations are stacted. In addition, 
infantry can be put in square Placing a marker on them. Artillery can 
be limbered or wnlimbered, but may only fire in the second state; again 
the formation change is noted by turning over the counter. All these 
changes of order consume the equivalent of movement factors. Indeed, 
these factors are more like time/distance values, for one is also ex- 
pended whenever a unit fires, up to a maximum of four firings per peri- 
od. Thus an infantry unit could expend its “movement allowance" by ac- 
tually moving, then by. changing formation, then by firing a volley, all 
within one period (i.e. 15 minutes). Furthermore, for every one of the~ 
se time/distance factors spent adjacent to an enemy fire unit, that 
unit may, even although it is not its owner's movement phase, direct 
defensive fire at its opponent. 


Cavalry do not participate in such fire-fights, of course, unless dra- 
goons have dismounted, in which case they operate as ipreniwry, using 
Special replacement counters. The cavalry's high mobility allows them 
constantly to threaten to turn the enemy's flank. All units have @ par- 
ticular facing, and infantry in line attacked from the three rearward 
hexes is automatically eliminated, without being able to fire a shot. 
-Otherwise, foot are fairly well protected against horse, who, to use 
their full melee strength, must fulfil the conditions for a charge, 
which include the rule that a charge cannot be longer than half normal 
movement. This restriction prevents cavalry from appearing like bolts 
from the blue, and makes cavalry fights a matter of mutual commitment. 
This I think correctly simulates the employment of cavalry 4s a threat 
rather than as an (expensive) bludgeon. 


In fact, "Torgau™ succeeds very well, I believe, in simulating the con- 
dition of 18th century warfare. The masses of infantry, together with 
their guns, approach in column, their light cavalry sweeping forward to 
to keep of the enemy hussars, their heavy brigades moving out to an 
open flank where they ma manoeuvre effectively. Then the foot form a 
line, with unlimbered cannon dispersed along its length. The light hor- 
se draws off to the wings, probing for an envelopement. A long range 
bombardment is opened by both sides. Then the infantry line, its vulne- 
table flanks covered by cavalry, ponderously advances to exploit weak 
points in the enemy's front and strive for the breakthrough which will 
compel his forces to retire or perish. With the added complizations of” 
terrain and prepared positions, this is roughly the "feel" of UN Oeea . 


To conclude this "tactical" section, let us turn to the CRIs (Comba% 
Results Tables). The first is for fire combat. Each firing unit has a 
a-fire factor, modified by range for artillery and multiplied by the 
number of time/distance factors it is used per period. This is compa- 
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red, not to any unit defence strength, but to the defence value of the 
terrain in which the target lies. A ratio is worked out and lastly the 
firer throws a normal die and consults the appropriate odds column in. 
the table. At 1 to 3 he must throw 1 to have effect; at 2 to 1 or over 
(4 to 1 is maximum) he is throwing only to vary the degree of damage do-_ 
ONS 

Melee combat.odds are in terms of the strengths of the opposing forces, 
who must occupy the same hex to melee (fortunately the hexes are slight- 
ly larger than is normal in SPI games). The results table states the ef- 
fects on both attacker and defender, depending on a die throw. At any- 
thing below 2 t: 1 odds, the attacker is as likely to be reduced as the 
defender. 


In both tables the losses are expressed in terms of numbers of steps 
lost. These steps correspond to. stacking points. All wnits have a stack- 
ing point value; full strength infantry regiments have four points, ca- 
valry regiments have two. Up to eight infantry or four cavalry points 
may be present in the same hex. The counter mix includes replacement 
units at lower stacking values to account for losses in action. These 
replacement units, of course, have correspondingly lower fire and melee 
factors. In most cases they also have a different colour, denoting hea- 
vy losses. Prussian units at full strength are blue on light blue; at 
break point they are dark blue on white. Austrian units at full strength 
are brown on light brown; at break point they are brown on white (inci- 
dentally, this raises a point of adverse criticism; the colour contrast 
between opposing units at break point is not strong enough for easy 
distinction). Whenever a unit is reduced to break point a morale throw 
is made for it, with a 50% chance of a precipitate retreat and disrup- 
tion. 


Some units, notably the Prussians guards, are exempt from this morale 
effect. So too are all artillery units, which differ from the rest in 
that’ their step reduction is directly down from four to two to elimina- 
tion. Full strength artillery in this game is devastating, but it swift- 
ly melts away if attacked. Fortunately, it may stack with infantry for 
its own defence, . 


To sum up this sketch of the tactical side of "Torgau", let me repeat 
that all units have a movement allowance, which can be expended in mo- 
ving across the terrain, changing formation or facing, and in firing; 
all units also have a stacking point value, which is really an expres- 
Sion of numerical strength and varies with losses; and artillery and in- 
fantry units have fire factors,whose effectiveness. varies with the. ter- 
rain into which they are firing. 

There is no doubt that the player who comes to this game from table-top 
miniature warfare will find its tactical rules far more familiar and 
agreeable than the rules of either ‘Borodino" or "Panzer Leader". In 
fact, if you are seeking a way to fight horse and musket period battles 
on. &@ grander scale than you can hope to reproduce with miniatures, whi- 
le preserving the detail of miniature-type rules, then "Torgau" will 
interest you. 


But what happens in the battle, once we have mastered these technical 
details? Basically, the conflict is between an entrenched force; hopin 
to punishing losses on the enemy, and a mobile attacker, intending by 
concentric attacks to crush the enemy stronghold like a nut. 


The main-Austrian force deploys in.ten redoubt hexes upon a hill to the 
left centre of the map. To the north-west of this hill there is wood- 
land, to the south small hills. =etween these and the fortified hill 
runs a stream east to lake. Two small villages stand on this stream to 
the south of the redoubts. A larger village lies to the east, on ano- 
ther stream which loops in the top centre of the map. There is more 
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woodland along the southern edge, but the east, apart from the lake, is 
more open ground. Several roads cross the area, mainly from west to 
east, leading to Torgau itself, some distance off the map. 


The game begins before the Prussian army has appeared on the battle- 
field, so that the first stage is the Prussian approach march, There 
are nine possible entry points (4 southern, 3 western, 2 northern, num- 
bered clockwise). The Prussian player must divide his force into four 
columns; certain maximum and minimum sizes for these are given. He must 
then decide where and when they arrive; the higher the entry point nun- 
ber, the later on in the day will that column arrive. It may be delayed 
or it may even arrive early, and it may arrive in the wrong place; the- 
se accidents are decided by dice throws. The more &bitious the Prussian 
is in trying to encircle the Austrians, the more likely his plans are 
to go awry, leaving his columms isolated and exposed. But if he plays 
safe then he risks a straightforward confrontation with an anemy who, 
to add to his problems,-is in fact numerically superior, with 268 sta- 
cking points to his 214. 

Provided he can assemble his army in reasonable order, then, the Prus- 
sian commander's aim is to draw off as many of the defenders as possib- 
le with his smaller columns while preparing a massive assault on the 
redoubts from the best possible angle of attack, 

The Austrian, meanwhile, strives to harass this deployment, delaying 
the approach of the Prussian columns to the redoubts for as long as pos- 
sible and picking off unwary units at every opportunity. Then at the 
right moment he must gather his forces within the stronghold and defy 
the enemy until nightfall. Victory depends mainly on the number of sta- 
cking points destroyed, though the Prussian takes it if he clears the 
voard of Austrians. 


The game could last from 8.00 a.m. to 9.45 p.m., that is for 53 turns, 
but normally ends at 5.00 p.m. or dusk, and the first few hours are 
consumed in the Prussian approach march. This battle is a long-drawn- 
out affair, both in game and in real time. The execution.of the moves 
takes some time, and so does the cogitation required before moving in 
such a complex situation, with up to four separate corps struggling 
through difficult terrain to come to grips with a defensively-minded 
enemy. 


Because of the clear-cut attacker/defender roles, this is an excellent 
game for solo play, provided you can set it up, make a few moves, lea- 
ve it, ponder and return to the fray as time permits. Because of the 
Approach March Table rules, there should be sufficient variety in dif- 
ferent games to bear repitition and because of the nature of the com- 
bat results tables luck does not dominate the tactical encounters (whe- 
re.it does dominate, I am always tempted to adjust die throws). All in 
all, this is one of the most intellectually stimulating, demanding and 
satisfying wargames I have played and does full justice to its period 
and subject. The game system itself is well worthy of extension; can 

we now hope for simulation studies of other such battles - like Blen- 
heim, Fontenoy, Prague and Minden, to mention a few of the more obvi- 
ous gaps in present coverage? 


TORGAU (by Charles Vasey, UK) 


I was very impressed with the clever manner in which the counters were 
used to represent the various formations of the period. This together 
with step-reduction and some well-informed rules make "Torgau" a bet- 
ter representation of 18th century warfare then many of the vaughted 
miniatures rules. In fact, one or two ideas have been pinched by me to 
add on to my figure rules (based on Courier and Rifle and Musket). 

The rules are a bit weak on a few items - villages are no addition to 
melee defense (possibly correctly); do cavalry have to charge infantry 
to ‘eliminate. them (flank and »ear)? Do slopes prevent charges - if so 
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what price for Rossbach? These are small matters, however. 


The map is also very smart. I think GDW and Rand must tie for the prize 
of best physical systems, The terrain is well marked out, and enables 
one to grasp the importance of various areas. 


My only great regret is that the battle chosen was one of the position 
pattles of Daun not one of the excellent linear battles. Fontenoy and 
Minden would have been rather good. Doubtless the system with a little 
care can be transplanted. : 

dire Nisporncat accuracy is fair, but not deep. I will not comment on 
the remarks on the drabness of the Austrian Army - tut tut. A few units 
are not as they should be. The Garde-du-Corps (13c) have two squadrons 
too many, the Bayreuth Dragoons (5d) five too few. I did not know that 
the 18th Musketeers had three battalions though the first and 15th de- 
Piniella. 


"Torgau" is a hard battle to fight which though one enjoys it, is a real 
brute. One never knows where the Prussians will next appear, and Frede-~ 
rick always has those redoubts before him littered with infantry and 
guns. 


TORGAU - A SAMPLE GAME (by Christopher MacLachlan, Scotland) 


((wlh. Quite a lot about "Torgaul - cf some opinions about this elsewhe- 
re in this issue, sub "Reviews".- I am not sure whether I should go on 
to publish articles of the type as the one which follows (but I am in- 
terested to get to know whether you think I should): I am adding Chris~ 
topher's description as a test ~- and also because I feel it might well 
round off the set of "Torgau"-articles we have in this issue, oe 
you. to decide whether you should buy it or not. I feel you should. “) 


This game of "Torgau" was aoe solo by me over a period of some weeks 
From all my other interests I found I could spare only about 45 minu- 
tes a day regularely to the game, durin which time I usually menaged 
two full moves, sometimes less. On occasion I devoted more time to it, 
and in the closing stages things went more se but even then con— 
templation of the situation, as in chess, was a large and enjoyable 
part of the game. 


The main Austrian force was, of course, esconced on the hill behind the 
redoubts. The two villages to the south, Schiiferet and Siptitz, were 
occupied and a small hill to the south-east of the latter was also de- 
fended. Several regiments took post in Zinna, the township to the east, 
while along the line of the Réhrgraben, Croats and Dragoons, stiffened 
with horse artillery and supported. by light cavalry, prepared to dis- 
pute the passage of the stream. 

The Austrian plan was to delay the Prussian advance with strongly-held 
outposts, trading the infantry in them for time. Afterwards I was not 
so sure this represented sound tactics. 


The Prussian attack plan was something of a compromise, intended to re- 
sult in a big assault and a smaller diversionary one. At 10 a.m. Zie- 
then, with a force of 84 stacking points of all arms, was to arrive in 
the south-east, at point 1, clear the Réhrgraben and swing his battle 
line through ninety degrees so as to attack the redoubts from the open, 
eastern side, 

At ll a.m. the king and his guard, only 36 SPs, would arrive from the 
west, at point 5, to divert some attention ee way , although he inten- 
ded to march round the south of the Austrian position and link up with 
Ziethen, forming the pivot of his grand wheeling movement. The cavalry 
corps, 24 points, under Holstein, were to arrive in the south at noon, 
that is, after Ziethen had established a position and made room for ma- 
noecuvre. 

At the same time Hlilsen, with a force of ue points, mainly foot and 
guns, would appear from the north, at point 8, and stage the diversio- 
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nary attack. Depending on the outcome, this force might be redirected 
to clearing Zinna of Austrians or to link up with the main attack; it 


was not expected that Hiilsen would succeed in breaking into the strong- 
hold and staying there. 


In the event this attack plan was carried into effect, more or less, 

put almost immediately it suffered serious setbacks. Ziethen's arrival 
was delayed by the maximum of two hours and Holstein*s cavalry could 

not make the field until an hour later, that is, 1 p.m. At 11 o'clock, 
then, the Prussian Guard advanced, a lonely corps, on to a hostile fobs 8 8 
Immediately strong Austrian detachments of all arms moved down GfP =the 
hill to pen Frederick's force into the south-west corner, where they 
remained, despite several costly advances, for the rest of the day. 


Meanwhile, to the north, Hiilsen arrived punctually at noon to find his 
diversionary attack was more prominent than he might wish. To make mat— 
ters worse, he found that to deploy his corps he had to approach peri- 
lously near to the Austrian artillery, both in the redoubts and in 4in- 
na. Furthermore, squadrons of enemy Uhlans and Hussars threatened to 
break into hig lines and, with only a regiment of dragoons, he had litt- 
le hope of holding them off for long. Since, then, he had to keep mo- 
ving, he dashed gallantly to the attack. Pushing forward all his guns, 
he threw the nearest battalions at the northern-most redoubts, leaving 
a bare minimum to mask Zinna. 

‘He was surprisingly successful. Caught off guard, the Austrians found 
it difficult to bring their defensive artillery to bear. The Prussian 
infantry stormed up the slopes in a dense mass, swept round the flanks 
of the redoubts and burst into them from the rear. But by then the Aus- 
trians had recovered from their surprise and reinforcements hastened to 
the counter-attack. Hiilsen's assault, after having secured a bloodly 
foothold on the hill, was swiftly repelled. The memory of at, however, 
wasto keep considerable enemy forces opposite him for the rest of the 
day. 


All this time Ziethen's large corps, with the cavalry, strugeled. Toxr- 
ward. In the woods to his left Austrian dragoons lurked, interfering 
with Holstein's debouchement and preventing a link-up with Frederick, 
while on Ziethen's right the Austrian light troops waited for a chance 
+o sweep round his flank. But, massing his artillery, Ziethen swept 
the enemy from the line of the Réhrgraben and advanced steadfastly 
northwards. In doing so, however, he left a small gap on his right and 
Austrian hussars raced through to cut two of his best foot regiments 
to pieces. But with the aid of Holstein's horses he drove off the re- 
maining enemy light forces, steadied his line and prepared for the 
grand assault. 


At this point it became clear that, although the Austrians around Sip- 
titz were fulfilling an important function in wedging Ziethen and Fre- 
derick apart, those in Zinna were now hopelessly isolated between Hul- 
gen and Ziethen and liable to extermination by cannonade. In a despera- 
te break-out northwards, they attempted to circle behind Hulsen's for- 
ces and enter the redoubts. But Ziethen rushed forward his horse guns 
which did fearful execution on the exposed Austrian infantry, so. that 
before long what had been the garrison of Zinna had melted away - a 
costly mistake from the Austrian point of view. 


AGWVS30 Diol) just after suisen' Ss timed attack (he made another, less 
determined one later to cover Ziethen's approach), the Prussians had 
161 SPs remaining to the Austrians 218. By 3 p.m., with Ziethen ready 
to attack the hill, the Prussians were reduced to 138 points, ube Aus= 
trians to 169. But now Ziethen brought his massed batteries tO Dear 
and at small cost to himself bombarded the defenders. The Austrian pe- 
rimeter began to shrink as losses mounted. Units were withdrawn into 
the fortress to escape the cannon-fire. And by now BPrederick's presen- 
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ee in the south-west was of positive value to the Prussians, for the Aus- 
trians dared not remove forces from that front to face Ziethen. To com- 
pound these difficulties, Prussian dragoons plunged into the woods and 
circled round to the north-west of the hill, so that the Austrians were 
forced to leave some defenders on that quarter, too. 


By 4 p.m., then, the steadily advancing Prussians had reduced their ene-— 
my to 146 points, while they themselves were now 130 strong. For the 
Prussians, victory comes when the Austrians are reduced to 120 points; 
the Austrians win by weakening the Prussians to the 100 mark. Although 

I had of course made mistakes on both sides, I think it is evident from 
these figures that the game had been hard and evenly fought, tending to-~ 
wards a result near to what the victory conditions anticipate. 


In the late afternoon Ziethen's infantry advanced. To their right what 
was left of Hllsen's corps fell into line and, tucked behind the infan- 
try, Holstein's curassiers moved forward, ready to burst into the Aus- 
‘trian position once a breach was made. At the same time the king, now 
almost outnumbering the depleted forces before him, made a show of ad- 
vancing, but having lost his artillery he could not hope to do much. 
Meanwhile the dragoons, dismounted, emerged from the woods in the north, 
to. be met with such heavy fire from the hill that they promptly return- 
ed to the cover of the trees. : 
Ziethen,however, was making better progress. Having picked off the ene- 
my artillery with counter-battery fire, his battalions marched confi- 
dently up the hill. By five o'clock two regoubts were in his hands3 
Siptitz, still Austrian-held, he had coolly passed. Now the Prussian 
army was 108 SPs strong, but the Austrians were down to 107. The rules 
for “Evening Standdown® come into operation at this time, and since the 
conditions for a resumption of fighting after 6 p.m. (a historical pos- 
sibility) did not obtain in this case, the battle was over, leaving 

the Prussians victorious by a small margin. = 

Casualties, as in the real battle, has been terribly high. 


TORGAU = NOTES 


wilh. Orthographical note: Zeithen is written as given above; Siptate, 
written like this on the map and showed as kind of a village, probably 
is written "“Stiptitz" and was a hill; maybe that some houses were there 
too (I couldn't find a map to check). 


Historically interesting: April 25, 1945, Russiars (Konjew) and Ameri- 
cars (Bradley)(1st US Army) met near Torgau. 


Tom Oleson very kindly sent the grid-coordinates which shoul¢ be used 
tor “Torgeutt: 

Letter columns A thru YY from West to East alon 
from SW to NE, rows 1 thru 54. Examples: K-16 8S 
DD-35 Zinna, P-13 Butter Road. 

Thanks, Tom. 


g the top of the map; 
Cc ae 


hiiferet, W-23 Siptitz, 


GDW: Game Designers' Workshop, 203 North St, Normal, Illinois 61761, 
USA.- US: £8.40 postpaid, E/UK: $8.40+postage (ca $2°?).- 

SPI-UK (Malcolm Watson, PO Box 46, Altrincham, Cheshire WA15 6PE, UK: 
ca £4.55 probably: price-increase in Sep).- (Ce p 84) 


GDW:; PLANNED GAMES (by Marc Miller, USA) 


Other games in the works at GDW include Marita-Merkur (the Balkans and 
the invasion of Crete), Imperium (interstellar empires and wars), 
Vicksburg Campaign (using a form of the "Crimea" Ru es), some Naval Mi- 
Hiatures rules, a Burma Campaign game, a game on the Battle of the Java 
Sea, one on Dien Bien Phu, and finally, an expansion of "Chaco" to in- 
Clude some hypotheticals.- Some of these may see print in 1976, tho 
certainly not all of them. (ck Pp $o.83) 


BE Le/ tik 63 SSS tes OPS & IN®O 


a a a od 


TOBRUK (AH) 


MASANOBU R FUJIOKA (USA): “To a boardgamer, this game would be a disaster. 
Issue 7 of “Bushwhacker" has already flatly stated, ‘Please do not buy 
this game!. Their main complaint is the incredible amount of die-rolling 
required in the game. They point out that the first scenario between 21 
German tanks and 9 Grants could generate 543 die rolls per turn. I point 
out that a single 40mm Bofors could generate 70 die rolls per turn all 

By btSean. 

To a miniatures player, the game is tolerable, and even has a few advanta- 
ges over regular miniatures. The main advantage is in the handling of in- 
fantry. Counters are provided for squads, HQ sections, and crews. Each 
player has a roster on which he checks off individual casualties within 
his counters. With casualties come decreases in morale. Various factors, 
presence of AFV (friendly or enemy), leaders (HQ. sections), inflwence mo~- 
rale. Morale checks are made whenever casualties are taken, and demorali- 
zed units are simply removed from the game. 

This system is a great imrpovement over trying to mix Miniature and ar- 
mor figures on the same playing area. 

A great disadvantage of this game is the lack of terrain. Contrary to 

what the designers felt, advantageous use of terrain was very important, 
even in North Africa. Possibly terrain was left off the board as an eco- 
namy move by AH.- An immediate solution, for those of us with SPl‘s 

"Tank" game is to use the terrain board found in that game. The terrain 
blocks the line of sight and the effect on combat is that hull and track 
hits are disregarded for vehicles in hull defilade. Obviously the Grant 
tank cannot fire it's 75mm gun while in hull defilade. This: 1S>histonical- 
ly correct and was not brought out in the game. The effect of terrain on 
infantry is exactly the same as the fortification counters provided in 

the game.- Another solution is to place an acrylic sheet over the "Tob- 
ruk" board and draw in some terrain. This adds to the setup time but is 
Still much better than the approximately one hour required to set up ter- 
rain in an actual miniatures battle. 
In conclusion, Tobruk is a quick and easy way to play miniatures and is 
thus a worthwhile investment for a miniatures player. Boardgamers should 
definitely stay eway from this game. I do not predict a great deal of 
success for this game as probably the most important aspect of armor mi- 
niatures, namely moving little tanks around, is missing." 


TAN L STRAUS (BRD/USA):; “It has an utterly featureless board whose hexes 
represent 75m of desert. The players can place mines, trenches, and bun- 
-kers, and that's all the terrain there is. Units are individual tanks, 
squad-size infantry units, and INDIVIDUAL heavy weapons (SOmm mortars to 
howitzers). The combat system_is based on the following mechanics for 
tank-vs-tank combat: roll for hit; roll again to see if the shell boun- 
ces off or hits some specific area; cross-index to see whether it pene- 
trates at the range used. Then roll to see if the next round hits, etc. 
Thas to a daetle stew) “put 26'S: mab aol bering ac. it sounds. The rules sre 
presented piece by piece through nine stations (lst: tank-vs-tank, end: 
inf-vs-inf, 3rd introduces some heavy weapons and tanks firing at inf, 
Ath introduces artillery fire ana tank crew casualties, etc).- Casualties 
and target acquisition are counted on forms pravided with the game. Each 
weapon andtype of tank has its cwn line for firing, and each tank, has 

its own table for being hit, on the three CRT cards (one for British AFVs, 
one for German AFVs, and one for the infantry).- I'd like someone to 

drop by to play it.” 


MARK SAHA (USA) sent me a very interesting acticle about “Tabruk" and 

all the other Toebruk-games ("Battles for Tobruk"/Balboa, "The Fall of 
Tobruk"/Canflict). Since up to now 1 saw none of these games (though AH's 
"Tobruk" should arrive soon), 1 decided to publish it later only. Has 
somebody of you some additional comments about these games? S“f ¢o- 
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DREADNOUGHT / CA: A COMPARISON (by Clifford Sayre, USA) 
iS) 


iPreadnought", SPI's newest tactical naval game, and "CA" (SPI) are not 
necessarily competitors. Hach game has features which will appeal to 
different factions of the hobby. Naval miniaturists who were disappon- 
ted because "CA" did not enable them to follow each shell into the 
crew's messhall or officer's W.C. will find the same deficiency in D. 
Nevertheless, D contains innovations and improvements over its predeces- 
sor, About 230 capital ship configurations (including refits}) plus scree- 
ning units are represented in the counter mix. Six 10xtl inch map sheets 
(like "Frigate”) provide an 'endless' sea for maneuver. 

Combat is resolved using two charts in succession with a double die Oley 
for each chart. The SiMov system and movement rules work very nicely. 
Damage is a four-step system (2 Gun hits, 2 Speed hits) Igke "GA", but 
the relatively bloodless double CRT and the ability to repair some da- 
mage each turn preclude the ‘instant victories’ which sometimes charac- 
terized encounters in "CA". 

In fact, a WWI encounter between two typical battleships lasting fit- 
teen turns is likely to produce three steps of damage during the engage- 
ment, and these are likely to be repaired during the course of the batt- 
Ler. 

Some may remark at the slow pace of damage, but the gunnery figure gi- 
ven in the article in S&I 50 bear testimony to the generally poor fire 
control until the introduction of radar. It may SEEM more exciting to 
cross out five of nine hit boxes and three out of six speed boxes in 

the course of fifteen turns, but the net effect is about the same. 


T believe that many players will want to adopt the movement and damage 
control systems from D for CA. The larger defensive values for equiva-~ 
lent units in CA would probably preclude the use of the D combat system. 
Two features in D were incorporated to simplify the handling of large 
numbers of capital ships, but may cause some disappointment or frustra- 
tion to those who like CA... namely, the use of simplified torpedo ru- 
les and the grouping of two or more CAs, Cls, or DDs into clumps of 
screening units (like “Jutland"). 

The range capability of torpedoes and damaga capability does change 

from one decade to another. However, only DDs have any torpedo capabili- 
ty in D. In addition, no distinction is made between the 18”, 21" or ae 
torpedoes available in a particular era. 

The lack of individual small or medium-sized units precludes refighting 
actions (albeit one-sided) like Coronel or the Falklands. Such engage- 
ment could be fought with CA variant counters such as proposed in ‘See- 
krieg" (Jagdpanther 9) or using the formulas given in "Naval Numbers" 
(cf Cliff's Commer). D does provide for the use of secondary batteries 
against screening units at appropriate ranges in a simple, but effecti- 
ve manner. 


The 16 page rules folder for D also includes ample ingredients for cam- 
paign scenarios and rules for victory points*as well as balancing home- 
made scenarios (* for victory points). Die roll modifications are used 
to compensate for gunnery facing (which basic CA does not) and for ac- 
counting for the effect of confusion and distraction when being fired 
upon (which CA does not). 

A minor, but useful, tactical ploy is to use the fire of a screen unit 
to reduce the die roll of a capital ship even though the small unit has 
no chance of producing actual damage in its turn. Of course the ultima- 
te survival of such a close-in unit is problematical, but they oecasio-~ 
nally find themselves in such a position by mischance. 


- fa 


Here are a few rule modifications or additions which may be of interest. 
Rule 6.13: When ships of opposite sides attempt to occupy the same hex 
on the last turn of movement, the ship with the larger defensive value 
is permitted to occupy the hex. (This replaces a chance die roll since 


B LO/11:_65 MARI 


a ae ee ee — 


SAHA: DREADNOUGH? 


it is unlikely that small ships are likely to dispute the right-of-way 
of larger craft). ; 
Rule 5.7 Visibility: Rather than always adding the die roll to the ba- 
Sic visibility to get the number of hexes of visibility, try the follow- 
ing: ADD an EVEN die roll to the basic visibility and SUBTRACT an ODD 
dié roll from the basic number. If the basic visibility in the North 
Sea is set at about ten hexes, this latter rule gives some interesting 
possibilities to a naval engagement, ‘ 

Additions to Section 8.4 Battleship Secondary Batteries: If a capital 
ship has 1G damage, subtract 2 from the die roll in the 1:1 secondary 
attack. If a capital ship has 2G damage, subtract 4.- If the capital 
ship is under fire from any ship, subtract 1 from the die roll for the 
1:1 secondary battery attack. The 1G or 2G die roll modifications and 
the under-fire die roll correction are additive. 
Section 8.5: a typographical error... substitute G for W in the rules. 
Addition to Section 8.0 Screening Forces: No screening unit can benefit 
from range effects at a range increment which include the maximum range 
of the unit. For example, if the maximum range of the unit is 3 or 4 
hexes, it is not doubled. However, it is doubled (not tripled) when fi- 
ring at a range of 1-2 hexes. 


"Dreadnought" is an excellent addition to a gamer's library. The game 
represents another step forward in the development of interesting naval 
games with simple to intermediate complexity. : 


DREADNOUGHT: A PREVIEW (by Mark Saha, USA) 


When I write this, "Dreadnought" (SPT) has just arrived, and although 
it is too early to comment extensively, a brief description should as- 
sist gamers interested in naval warfare. 

Basically, the “Frigate! system appears to be used, although of course 
wind is not the factor it was in the age of sail. 

The leapfrog boards are tinted blue, which is perhaps more pleasing as 
a naval surface (except that many of the ships are also blue); the 

ship counters include those of Britain, USA, France, Austria, Brazil, 
Russia, Germany, Japan, and italy. 

The physical system here is a little nicer than “Frigate” in that com- 
bat results tables (two copies) are on separate cards instead of within 
the rules. And a rules booklet is included that is lavish in play dia~ 
grams. 


Movement is simultaneous as in “Frigate® - by SiMov plot - but torpedoes 
add what appears to be a fascinating element. When you fire a Torpeds, 
you also choose a ‘path! or ‘track!’ for it from the. "Torpedo Track 
Chart" (six choices: A-F) and record that when firing. 

Movement rules include acceleration restrictions and formation rules 
more rigid in definition that those in "Frigate". 

Other innovations include a limit to the 'endless' leapfrog boards; 
each player has a 'safe' zone that exists so many 'leapfrogs' north or 
south (respectively) from starting boards. 


Agide from the usual scenarios is a campaign game which consists of 4 
scenarios to be played consecutively. However, each player secretly de- 
cides, in advance, which ships from his total fleet will participate in 
each scenario - each ship may only appear in ONE scenario - and a play- 
r may thus decide not to contest a particular scenario (give his oppo- 
nent an automatic victory) in order to-have more strength in the other 


m 


three. They don't advise this, however. 


The Extended Campaign Game sounds even more fascinating as it is basi- 
cally economic. Each ship is assigned an economic ‘point’ value and 

each player has so many points to purchase fleets, and set up a construe 
tion schedule for the same. Players then play an ‘endless’ series of 
regular campaign games (cf above) and win more economic points depen- 
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ding on respective levels of victory, which ere used to puild/repair 
fleets. At the beginning of each such ‘regular’ campaign game the dice 
are rolled to determine peace; if the number rolled is the same number 
ag the game about to begin (say, you are starting your seventh game in 
the series, and a seven is rolled on the dice), peace is declared. Pea- 
ce igs automatic after twelve regular campaign games and the richer play- 
er wins - in terms of money IN THE TREASURY, not fleets in being. 


A clever idea. Full details are given: in the rules book, and it can be 
applied to "Frigate" also. 


Game Design is by John Michael Young and Irad B Hardy. Components by 
Red Simonson. 


(The Designers’ Notes on this game are specially revealing as to how 
and why specific decisions were made: 

After a study of other naval games - from Jutland to USN to Frigate - 
the present scale and system was adopted and “...it was necessary to 
fix the role of the player. On this scale of the game he would have to 
be the fleet commander. What then would he do to affect the outcome of 
the game? ... the fleet commander would decide, when confronted with 
hostile ships, to either engage in battle or t+ run... It was pretty 
cut and dried when he was inferior; he ran. When he was superior he clo- 
ged, Only when one or both commanders was confused as to the actual si- 
tuation would an extended engagement ensue." Thus, "the indecisiveness 
... had to be inculcated into the players' minds by a combination of 
Limited intelligence and a viciously capricious game system which would 
unhinge the calculating player.* 

About SiMov: "Early playtesting revealed that sequential movement was 
too. pat to be effective. One player or the other could always calculate 
exactly the following player's possibilities and be guided accordingly, 
and there seemed no combination of sequential movement and combat pha~ 
ses that didn't allow an inherent positional advantage." 

About the Campaign and Extended Campaign games: "This environment is 
artificial and imaginary. It suspends geographical, political, and eco- 
nomic realities in pursuit of creating an interesting game. The Cam- 
paign Game says, in effect, 'Here we have two nations with roughly 
equal fleets, but some variation in. composition.' The players can deci- 
de for themselves how to allocate their ships, creating four Scenarios. 
It would be rare that any one Scenario would present the spectacle of 
two evenly matched forces, yet the sum total of four Scenarios is balan- 
ced (in terms of forces engaged) and, best of all, the Players have ma- 
ny opportunities to paralize themselves with self-doubt and ignorance. 
The Extended Campaign Game provides that rare opportunity for a Player 
to do nothing at all and still win.") 


All in all, a very well thought out and attractive game, to which I 

look forward. I shall report at a later date whether is has disappoin- 
ted me - which I seriously doubt - but hopefully, again, this prelimina- 
ry report will-assist Buropean gamers with interest in this period and 
subject matter, 


(SPI: 44 East 23rd St, New York, NY 10010, USA; $9+postage) (££ 9 23) 


((wlh. Another SPI-naval-game should be out when you'll get this issue: 
"The Past Carriers", $9 too. The ad in S&? 51 says: Air-Sea Operations 
(941-1977; Strategic, Operational, and Tactical Levels; Ship Movement, 
Aircraft Allocation, Attack Coordination; 9 Scenarios, 6 Maps, S00 Cou 
ters; Simultaneous Movement and Combat; Search Missions, Limited Intel— 
ligence.- The ‘solitaire’ scenario: Pearl Harbour; others: Coral Sea, 
Midway, Eastern Solomons, Santa Cruz; hypothetical 1943 scenario and 

a hypothetical 1970's scenario (Soviet/American clash in the Denmark 
Strait; two semi-historical scenarios: Korean and Vietnam actions.- 

Two methods of play (WWII and post-WWII); 3 very different player's 


roles in post-WWII games.- The ad sounds, of course, interesting...)) 
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JACK GREENE (USA): Taurus Games came ta ‘Origins’ with three games.. They 
paid their bills, and gave to the Convention 2nd.and 3rd place medals. 
While Taurus may offer ‘comic relief! for some in the hobby, they do have 
a small niche within it and seem both dedicated end strong on realism and 
data within their games. 

T have a copy of "Raiders of the North" which deals with surface combat 
in the Atlantic during WW2. The rules are 190 pages long and*does require 
a marking pen to underline key rules for easy reference. One can disagree 
with certain values assigned to vessels, or Sunderlands making torpedo 
runs. There are misprints, e.g. reference to the Invasion of Normandy is 
really to Norway. However, if one is into a heavy duty, many options, 
down ti refueling at sea and attacking individual ships. in convoys, then 
one would like this game. I'm sure it will be reviewed badly because of 
language use and run-on sentences, and few of the reviewers will actually 
play a game of this monster. But a lot of solid work is reflected here 
and 1 am encouraged by this first effort. I look forward to playing this 
game and seeing their proposed Mediterranean game which will have the po- 
tential for WW2 Jutland like battles. 


Speaking with Douglas Nowokunski of Taurus, he felt that "90% of the re- 
ception (for Taurus) had been good.” Deuglas. also felt that. if. Taurus!) 
games could get within 2/3rds of the quality of Avalon Hill’s in looks 
they would have reached a standard they would be happy with. 30% of Tau- 
rus! business is to service men. 


RICHARD-- MATAKA (USA): “Raiders of the North", "Undersea Warriors", and 
"Battle of the Atlantic": these are the three releases that Taurus has 
been telling us about since the November 1974 issue of "Wargamer's Di- 
gest". Before this time all that he was advertising was that they had 
Naval games that were the “Panzer-Blitz of the Naval Games". These games 
are more like a 100 foot wall- with infantry trying to crawl over at. The- 
Se games are abominations to the Wargame Hobby and should not even be 
classed as boardgames. 

The shortest rule book is for the game "Battle of the Atlantic" and it 
is 60 some pages long. The rules for all three gemes are written in a 
narrative form and at times make no sense at ail. Normally, when | write 
a review about something I want to say something good about 26 -put. tie 
problem is that I have not been able to find anything good. I have been 
reading the rule books off and on and I still haven't figured out where 
there is a game in any of these three games. 

Taurus, who everyone thought was ripping us off finally came out with a 
product but it looks as though in the long run we are Stai. being tipped 
aff because I sure can't locate a game in that ontire mess. 

The only suggestion that I can give to anyone is that if they already 
sent for the game or have it - whatever you do don't read it after you 
have eaten because it could make you sick. The Taurus Gemes, all three 
of them, are bad enough to turn a glass eaters stomach... If amyone sees 
anything good in these games, please let me know as I would be interes- 
ted in finding out what it is... 


MARC MILLER (USA): I, enjoyed your comments in "Furopa" 9 about Taurus. 
And 1 am looking forward to meeting them at “Origins je ieee a ue ta et cretena 
very afraid that I was doing something wrang in my statements about Tau- 
rus, and so I heve been very careful. First, I have.a complete file of 
their letters, and mine, plus some copies of letters they have sent to 
others. Second, altho I knew that they had not delivered my order (sent 
in October 1974) by January, I made no statements about them until about 
March or April. In other words, I think they got a fair shake from me, 
and still they have not delivered. . 
As to Fanzines carrying the Teurus ads, I agree that there should be so- 
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“me cantrol over what are obviously bad companies, and their ads. The 


thing is that Taurus apparently pays for the ads in cash ((No3 cf AmWarg 
I1,4:12, quoted in E 6-B,108; wlh)), and all the small companies need the 


money. Additionally, there is really no way that a magazine can verify 
every ad. I. think that in this case, they should have tried to, but 258 
still is a case where Taurus has simply promised the zines, as well as 
the customers, that games would be forthcoming, and we all have to wait. 


GEORGE PHILLIES (USA): They are real enough to pay for their ad in the 
"American Wargamer". They were at “Crigins I", and did; 4'm:teld {1 -dad 
not:go), have their games for sale. We thought that M. Miller’s comments 
in "Panzerfaust" made them sound a bit odd, but they seem real. I will 
order one of their games and let you know what happens. 


CLIFF SAYRE (USA): In a letter of.July 20: Still no games from Taurus. 

They did send a form letter in response to my letter af inquiry sndaca= 
ting that they had run cut of games and had to Se pein. Mlat ae keno oF 
hard to believe since no one has apparently seen one of the games yet. 

I'll catch them at “Origins” though, if they show up. 
When Cliff visited "Origins" he still had not got the ordered games, but 
Taurus promised there that they would be sent to him. Up to now I didn't 
hear that he got them. 


historical reproduction of the real events, actual ships, at the same 


times and places made in 'simulation' form similar to the war games play- 


ed by (...) war colleges all over the world (...) British and German Na- 
vy (with some elements of the French) represented in accurate scale ta- 
ken from (...) official records." I quote at length from Taurus! blurb 


on their crude but sturdy box, because, in truth, -it-isn't a bad descrip- 


po Gat So ebhere Ve a laures Lee (Ulu N baSalle St, “chicago, 1a 60610), 
after all, and from first-hand reports of their appearance at the recent 
big convention, they are sincere, if more than a little bit unusual and 
unorthodox. 

As for the first of their games to meet public SUPUbINYy. too, Peau 
usual. There never has been a rule book such as this, and i Seleiuilsce ane 
there will be one again soon. It is 194 pages long: It is obvious that 
this game is a labor of love, and for those not equally overwhelmed by 
passion for this particular ‘saga’, ruthless editing would have improved 
it considerably. Let's put it this way, Taurus does a wargame the way 
Walter does a magazine! ((wih. Tom confirmed ina second letter that. 
"my comment that Taurus! rule book yivalled E in size, was meant as a 
compliment, of course!" - though. T.am still not quite sure...)) it:may 
be that after one has digested this enormous and poorly organized mass 
of material some of the scenarios. may be playable with the amount of i= 
me and effort most wargamers enjoy devoting to a game, but until then, 

I can only recommend this game to fanatic devotees of the subject; for 
them, it should be extremely interes crnGe.. 

There are two identical mapboards, 24"x21", blue and white, with one red 
hex at Scapa Flow, covering the Atlantic and adjacent areas. Une also 
gets a generous and bewildering variety of charts, tables, and ship 
counters. There ig also a component parts price list. Quite a few gamers 
have reported unusual delays in ordering from Taurus: caveat emptor. 
Although this game represents an amount of time and interest I just 
don't have for the particular subject - if naval games are your passion, 
you owe it to yourself to look into this one. ((29.95, & postage) ). 


QUOTATIONS: Signal 85,6: "The games were shown at the Origins Con and 
the quality looks good. The components are very nice (...) Lt was else 
mentioned ‘that Teusus did-well at the Con so most people are happy." 
Signal 87,1: Taurus reports thet they will show on different places 
(Dayton/Ghio, Amphitheatre Chicago). "We have all three games in stock, 


TOM OLESON (USA): "Raiders of the North": "The Saga Ot tne ePPO cea=petr= 
les between the British and German naval forces during Ww2. An authentic - 
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ready to go, and have for quite some time", “so that anyone who whises to 
order may do so at the following prices (but they'd better hurry, as pri 
ces will be going up in a little while): Raiders $11.95 (other recent ads 
have 9.95), Atlantic % 9.95, Undersea Warriors % 9.95." 

Wargamer's Information 7,2; review by Scott Cardinell: “Length of game 
ranges from.a couple of hours upward... requires a lot of record keeping 
and occaSionally requires a judge, thus making it impractical to play 
with fewer than four people..The geme offers considerably less than what 


was hoped for." Steve McGregor, editor: "I saw them at.Origins, and they 
are very nice people. They gave me three of their gemes. (...) My biggest 
criticism is that they have included too much in the rules (...) But there 


is a wealth of information." 
The American Wargamer I11/1:9; Statement from Taurus, Ltd: Nac vekked 
to the staff of the Taurus booth. They stated that they were shipping ga- 
mes that were ordered with no problems and that there was no basis to the 
reports of their unreliability. They stated that should anyone have 
trouble with an order from them, they need only send a copy of their can- 
celled check and the problem should be solved." 

((wih: What actuelly means that either the Taurus staff - though. 'nice 
people! = is lying, or the players who have complaint before, like Marc 
Miller, Steven Brooks, Cliff Sayre... 
Panzerfaust 69,67: Reader's letter of Steven Brooks: “I assumed after my 
letter in PF 67 that they would answer (...) as of 9 June no reply ({...) 
Why are you continuing to publish their ad? (...) I learned of GDW and 
Battleline thru PF, I had hopes that Taurus would be on their level. How- 
ever, such was not to be the case. I believe you have a responsability 

to accept only responsible ads...".- Reader's letter of Donald Greenwood: 
ts ..but it bewilders me why you would continue to print advertisements 

in your journal for a company which is obviously (at least thus far) 
failing to produce the goods. Printing an advertisement and then turning 
around and bad mouthing the reliability of the advertiser in the same 
issue smacks or bad journalism. (Je) PP would cease te accept. laurus “ads 
until they come across with the goods. In fact, in the old days 1 used 

to insist on seeing the new product before I would allow it to be adver- 
tized in PF.- This is not to condemn either you or Taurus for I realize 
the position you are both in (...) Rip-offs have not been unknown in our 
hobby and I predict they will increase in frequency unless reliable edi- 
tors (...) take the necessary steps to safeguard their reader's interests? 
((wlh. I am quoting this despite the fact that it seems thet Taurus now, 
finally, might deliver the ordered games: in my opinion, it should have 
been clear in the past, and it should be clear in the future, that a pu- 
blisher of a zine should safeguard his reader's interests as much as he 
can. It also is in the interest of the reliable advertisers: or of what 
value would be ads in a zine, if its readers can't be sure that all its 
advertisers are really reliable? Don Lowry of "Panzerfaust" has a diffe- 
rent opinion about:.that, PF 69,47: "I don't think it would be fair to re- 
fuse to accept a company's ad just because one, or a few, or even several 
people complain (...), Since we have no way to judge who is right and 

who is wrong! Nor do we want to be judge and jury even if we did have all 
the facts." A not very reasonable attitude, I would say. By the way, 
there is no Taurus-ad in PF 69, but only because "they haven't paid for 
the last ad within the 30 days allowed:" 


RAND 


wih. CFE 9,42.- Finally, after having sent them an enregistred letter, 
T got <-via Edi Birsan's ISE-system = my money back. But still no reply 
to all my letters, nar, of course, any game. Even not a word of explica- 
tion - just and only a check which even wasn't sent to me directly. Thais 
total lack of interest and politeness seems to proove that they are not 
interested in the European players. I therefore don't publish the re- 
views and news I got by several of you; I hope you agree. “¥p>. 
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FAURUS ARRIVES ON THE SCENE. (by Clifford L Sayre, USA) 


((wih. “The following reviews reached me after the previous Taurus-notes 
got written - they ad some. further, and different, point of views...)) 


After a year of tantalizing advertisments, a plethora of letters to zine 
.editors from unhappy customers, Taurus is ready to deliver the gaods. 
(In fairness, I should remark that I talked to a number of persons at 
Origins who had satisfactory dealings with Taurus on orders of games 
from other publishers.) The following two reviews are based on a physi- 
cal examination of the games as I have not played them. I am also some- 
what biased AGAINST games which appear to be rather complex. I have 
tried to be objective and eliminate the aspects of personal terpeacion 
which may have been aroused during my waiting period. ; 

I think that naval buffs will find the games interesting, particularly 
if viewed as a kind of kit from which one can construct some entertai- 
ning gemes. They are NOT, in my view, finished games which one can take 
from the box, sit down and play in a straightforward fashion. 


"Battle of the Atlantic": The games come in an 18¢xl2¢xl$ inch box of 
heavy cardboard. Unfortunately the mechanics of the box construction per- 
mit at to be crushed rather easily; it is easily restored with a few in- 
ches of package-sealing tape at the joints. 

Two search maps 21"x24" are printed on cardboard and cover the. entire 
north and south Atlantic Ocean. The hexes are grouped into regions (li- 
ke "Goeben") for purposes of aiding in the conduct of the search phases. 
In addition, different type styles, numbers and letters are used to help 
in identifying hexes in a particular region. 

About 250 counters are printed in black on orange cardboard. The counter 
size and material thickness are the same as in "Panzerblitz". Although 
the counter sheets have been partially cut, it is necessary to cut the 
counters free with an Exacto knife or razor blade (this operation is ex-_ 
plained on an insert to the game map). A number af loose counters are 
provided - : —<fOR 4ISe. Omit ec Searen 

maps. 

Various combat tables. are printed on the equivalent of four 8$xll pages. 
Two. double-sized- sheets are provided for recordkeeping of convoy losses. 


The piece de résistance is a 62 page booklet which is a combination of 
rules, designer's notes and historical commentary stirred together, un- 
indexed and unsummarized. While we have all wished for more extensive 
additional material to accompany many games in the past, I know now how 
king Midas.must have felt when his wish came true... 

The scenarios describe merships and escort available to the Allies, as 
well as setting supply goals for various ports. The German is given subs, 
aircraft and, on occasion, surface raiders to counter the Allied convoys. 


The Allied player plans his convoys (some whet like planning raids in 
"Battle of Britain"), the German plans how to deploy his forces. Each 
turn represents one week. The players then retire to their respective 
search boards to look for each other in order to bring about combat. 
Merships and subs are sunk when contacts are made in a somewhat abstract 
combat similar to SPI's "Wolfpack". There are, however, more tactical 
considerations taken into account for combat in BOA. 

Ships sunk and supply brownie points in excess of requirements represent 
victory points. 
Unfortunately the scenarios are not independent of one another. Only 

the initial scenario gives the basic forces. Successive scenarios: give 
CHANGES in conditions, but depend on residual Allied and German forces 
left over from having played the previous scenario. A special rule per- 
mits the players to 'pass' a week or month of turns by rolling a die to 
determine sub andmership losses. 


The map and counter artwork is somewhat crude, but adequate to the pur- 
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It is obvious that a great effort has gone into the game and research. 
However, the rules in their present state are a severe handicap to popu- 
larity except on the part of die-hard naval buffs who are willing to in- 
vest the time to decode the rules. 

I rather suspect that, once unraveled, the game should play reasonably 
well (that is, if you on't mind the planning and bookkeeping of BOB or 
the search-board tedium of strategic naval games). I regret that I cannot 
recommend the game for the average gamer. 


"Undersea Warriors": If 62 pages of combined rules, historical commentary 


and designer's notes in BOA is heavy going, then the 144 pages of rules, 
historical commentary and designer's notes of UW is twice as heavy going, 
because that is how we learn to play. 

Although the rules are longer, it is somewhat easier to distinguish the 
imperative tone of rules from commentary, so it may actually be easier to 
translate UW than BOA. In addition, since fewer units are involved and 
only one sub and one escort covered in detail, the geme situation is much 
more tractable and comprehensible in UW then for BOA. 

There are two 19x24 inch heavy paper, plain hex maps, one for each play- 
er. The counters (uncut) are mounted on light cardboard with a slick fi- 
nish. The record-keeping for combat between the sub and escort is done 

on large drawings (5xll inches) of the sub and DD with a grease pencil. 
The slick coating aids in erasing without damaging the drawings. Four 
double-size sheets give special combat rules and charts, but, alas no 
summary, outline or roadmap through the rules. The graphics and artwork 
in UW are better than in BOA. 


The objective of the game is to make ten runs of a partial convoy across 
the map. The convey provides the ducks for the sub commander's shooting 
gallery. When the escort makes contact with the sub, the one-on-one es- 
cort vs sub duel takes place. A new convoy run will be made when the es- 
cort is sunk, sub is sunk, or escort loses contact. 

Two escorts are available, although only one remains behind to do com- 
bat. The use of single combatants is a limitation, since some ai Sane mes 
re interesting ASW tactics are in coordinated efforts. Also, the aspects 
of coordinated (or at least simultaneous) sub attacks on the convoy and 
escorts are also not present. 


Ah mass of research is evident in the rules-commentary booklet. Various 
weapons mixes are’ given for the subs and escorts for scenarios from 
1939 - ca 1960; (Haw accurate the research is may be debatable. I could 
find no mention of the ASW Mousetrap rocket weapon, although rocket wea- 
pons are listed. The ASW hedgehog mortar is not mentioned at all... I 
recognize that nit-picking is always possible in such a massive efforts} 


Il expect that naval buffs interested in ASW will be able ta devise inte- 
resting games whether they bother to attempt to satisfy all of the in- 
tonded rules or not. There is enough data and ideas to be able to play 
SOME type of ASW game.’ I canmot recommend the avetgae gamér who wants to 
take ‘nis game out of.the box and have at it with a brief rundown on the 
rules. ((wlh: repetition, in cast the one line which I had ta correct does 
not read: ...to play SCME type of ASW game. T cannot recommend the ave- 
rage gamer who wants to take his game out of the box and have Shani ee 
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ond of July 1974; El, 230 *x, 8 pp, mid-August ; 
end: GF SEOs bse (French), 100 ex, 2 pp; E_3; 560 ex, mid Nov; ; 
180 ex, 106 pp, end of Jan 75: E 6-8, 270 ex, 134 pp, end of Nohes ERG es 
250 ex, 42 pp, mid-July; — LO/ALL, “ca 280-6, F022 pps end of Sep (?).- 

A total of 476 pages (instead of 380 as planned...); subscribers now? — 
200+ (incl traders) who payed much less than SFr 18.40 (single copy pri- 
aes) (lees’ than $74) for all this (i.e. one page was less than SFr -.04). 
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“CHEESE- -HOLE-NEWS; in order to give as many of the news I have as possible, 
there will be na layout at all; if you don't like it: just throw the page 
away - okay? 
AH: commercial release of "Alex" planned; retail edition will feature 
counters printed on both sides, also revised rules book. (%8)(Mid-Oct)-~ 
ALESIA “Alesia will definitely be published. I have refunded the purchase — 
price to all buyers who have so requested. Publication has been hampered 
by the fact that it depends on the part-time efforts of myself and Al Eck- 
man who is doing the graphics and further by a literally incredible seri- 
es of events." (Charles Pasco). 1 saw some masters for "Alesia" and the 
included zine "Solidus" which Charles sent me: I am rather sure that soo- 
nex or later we'll see the game published. 
FRAUD? Larry Peery's handbook on Diplomacy does not seem to get published. 
T wrote him (Aug 19th) whether he'd be prepared to reimbourse his subscri- 
bers ox whether he'd inform them. No reply, also no reply on a former 
Letter (Feb 22nd) I wrote him. I wonder how it comes that he is able to 
run for an lDA-charge... 
NO FRAUD: Tim Roberts who published "Factsheet" had to cease publication 
becauSe not enough people were intere ‘asted in his zine; he reimboursed his 
Subscribers. 
CONFLICT: cf 9,42: no newer news yet... I really hope we'll get the an- 
Nounced information (and reimboursement) soon. 
SYNDICATED WARGAME REVIEW COLUMN: Richard L Mataka (264 N 6th St, Brook- 
lyn, NY 11211) intends to take photographs of all material ((I suppose he 
means prospectus??)) that he receives and to mail it out to the various 
magazines as a "Press Release" from him. He also will review in his co- 
lumn the products he gets. I'm not quite clear yet how exactly this works, 
but I suppose I'll find out. 
IMPERTAL: (publisher of "Friedland", (cf E— 2,30; — 9,30 sqq) will release 
"Vittoria" (87) in the fall. 
BATTLELINE. "Shenadoah" ($10) is their newest release (PO Box 1064, Doug- 
lasvalte, Ga) 301345 USA). : = 
GDW: News and plans cf elsewhere in this issue. Cp 10/5%,62) 
AH3s AH: "This gometenta Gleb Ora tsS ee run by its originator, Battleline Publ. 
Tt comes to us after this 'try out! with improvements oF a game that 
was considered by naval buffs as the best game ever designed (so far) on 
naval warfare in the age of fighting sail. That's why AH has decided to 
pick up this extraordinary game for its retail line." (AH): $8, retail.- 
In Mid-Get also additional games will be made available to pee mar- 
kets (former mail-order games): "Tobruk" (412) uaesar. euearons (fe) . 
Soreyy ths Gane. wmentsoned cabove, 15 tine epce Ships & iron Men" (cf 
2,303 3,34; 4/5,35).(Avalon Hill, 4517 Harfard Rd, Baltimore, Md 21214) 
PI-UK: I wrote Malcom Watson a nice (I'd even say very nice) letter as- 
ing him to start at zero and to find a way of cooperation. No reply. 
KYTREX: (cf E 9,40) still mo reply; seem not to have any interest to 
ell the games they are supposed to sell. 
AND: cf p 64 of this issue. New titles: “Vicksburg", "Manstein" 
‘DWAY-MOVIE: "Midway is a long favorite AH game and now a major new mo- 
vie. It will use Universal's Sensuround system, .pioneered for their pre- 
vious 'Earthquake'" (Mark Saha). & 
ORIGINS I, AH's Super-Hyper-Con was a great success; also was the Mini-Con 
in Basel; also the Lake Geneva Con: sorry, that I didn't find space to 
report on them ~ and thanks to those who sent those reports: I enjoyed 
them really. 
SPI: released "Dreadnought" (49), “Fast Carriers" (£9),"Napoleon Quad" 
(Marengo, Jena-Auerstadt, Wagram, Battle of Nations)(1/45, 4/412), "Oil 
( 


oe ou 


0) 


= | 


iz 
ise 


War" ($9) in S&T 523; next releases: "Isla S War Quad" wie hi entcue by Cees 
(Bloody Ridge, Saipan, Leyte, Okinawa)(#5 ea.) (mid- ~Nov),"Sorcerer" (29, 


end-Oct)(Fantasy-game!). Innummerable amount of games planned... ; 
JP: Jagdpanther Pubs, Box 3565, Amarillo, TX 79106: included in JP 3/10: 
game "Marine" (with goodlooking die-cut counters!). 
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TSR: "Dungeont", a family game, but also qUNRY Gs ae solo-players and for ad- 
ults as well (fast to learn, lots of flavour): a dungeon-map with-several 


levels and appropriate prices and monsters; you are an elve/hero/superhero/ 


magicien, may get magic swords (+1 die roll) etc; emusing and entertaining, 
SFr 33.-/¥ 6.40 from me, or $12.50 from TSR, Box 756, Lake Geneva, WI 
sala? USA)on* Othe ete lee Cia Lee Reynews 

FLYING BUFFALO: (PO Box 1467, Scottsdale, AZ 85252) published "Imperia- 


lism" (49) which is reelly fun too: simple, fast learned rules; then a 


game in which you need diplomacy, skill - and luck. Pirates, ships, ar- 
mies, StOrme. } Oth oben mh elo are home-continent and go out to discover, 
occupy, and defend islands and their provinces, for which you can get 
wealth-units allowing you to build new ships or armies. Reviews? 

They also publish “Wargamer's Information" (4-6 pp, mimeo, monthly; 12/ 
62, averseas air: 12/88): news, reviews. 3 
CIRCULATIONS: Conflict had 5000+, moves 7100, S&T 31500, Wargamer's In- 
formation 190+ (by the way, Steve: John told me. some months ago that 

his Signal has 150 subscribers), Panzerfaust 1400+, Diplomacy World 330= 
A400, Dippy-zines between 60-120, oh, and E has 200+ (but: high quality 
peders!). 

Desa issue 2 (Joseph Vanden Borre, rue du Bonheur 14, B-1070 Brus- 
sels), French CoSim zine, should be out at the end of Sep, including a 
big game "Ostfront 41" (in issue 1 was "Ligny", rules in French only). 
"Qstfront" has a campaign game and 6 scenarios. 1/60 Belgium francs. 

In issue 3 he intends to start with some English rules. In Oct he plans 
to issue a special "Gettysburg" including only the rules for Napoleonic 
Miniatures Warfare. 

1914 REVISTED (in French) is a xeroxed PBM-~game~report of a "1914" game 
played by Clyde Jarvis and Michel Liesnard (Ave A Milcamps 221, Boite @, 
B-1040 Bruxelles, Belgique). 1914-fans might be interested: write a nite 
dive coue ele weie Wa VGN alae tae: 

(He also publishes "Les Dossiers de l'Hyéne Harra”, a bibliography of 
Belgium Dippy/Western/etc fanzines.- 

STRATEGIC REVIEW 1/3, the TSR zine (subscriptions-.cf p 1) presents new 
D&D monsters, monster reference table additions, zine reviews, etc. Off- 
Sap, si Pages. 

THE K X,2 is delayed, but.told to arrive soon. I really hope it will, I 
miss itt 

CHIMAERA is a British Dippy-zine with openings for all sorts of non-Dip- 
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py games (Richthofen War, Kingmaker, Mastermind, Patrol, ete) - Elves’ 
Booth, (1 Clara Mount Rd, Langley, Heanor, Derbysh DEC fHS; UK. 
BATTLEGROUND is NGC's (National Games Club) zine for PBM-CoSim-games. 


(Nicky Palmer, Lehwaldsvej 3, 8g, DK-2800 Lyngby, Danmark). 

AHIKS, like the NGC, is a kind of PBM-organization: you there will find 
nartners for PBM-games (Bob Stuart, 20 Kent Close, Orpington, Kent BR6 
THD, UK}. 

AXIS (Glen Taylor, 6908 Buchanan st, iandover Hills, Md 20784, USA) run 
computer-games/multi-player-games (1820, War, Aleph-Null, Octagonal War 
fare). Their newest game: "Prelude to Armageddon". Glen writes: "A very 
complex ultra-tectical space-war game". They sell their rules for 25-35¢ 
each, US-game-fees are Ce per Gun, Europeans/UK: 35¢ per turn. 

TIC TAGE TOE is Sid Sackson's ("A Gamut of Game"! Designer of "Acquire", 
MBazaar', "Sleuth", "Patton", MMcArthur", etc etc) newest book. I just 
got it an hour ago... The cover says: "Challenging and exciting new ga~ 


«mes to be played with colored pens or pencils" (£2.95). 7 games: "In 


.creating the ¢ games I have attempted to add a new visual dimension to 
oes 


2 


&the art of games. As each is played, a calorful drawing is formed. Be- 
= 


cause these drawings are reminiscent in style of the works of different 
modern masters of atctract art (,,.) I-have named the games in honor er 
the artists." Removable sheets are provided for the games (though I 

would suggest toa use plastics and washable colours), and each sheet is 
used for one match. If nothirg else, this at least would be a totally new 
game idea - but knowing Sid and his games, I'd say it'il be much more. 
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W 
s in Mey of this year - a long time ago, but not too late to get dis- 
ssed now. First, despite whatever might be written later, 1 want to 
thank Michel for the immense work he did in orgapizing the Gonz fe did 
an excellent job, though not everything worked the way he - or we, the 
attendants - might have wished. And this means: we all should now dis- 

cuss what kind of an eventual 3rd European Con we would like to have. 
And then, if we know about that, we should try to find somebody egain 
willing to organize it, hopefully that this one can and will do it with 
as much enthusiasm and know-how as Michel had.)) 


THE GLITTERING TOMORROWS... or THE EXPERIENCES ODF A CON-ORGANIZER 
(by Michel Liesnard, Belgium) 


When I accepted to organize this year Convention I was perfectly aware 
of the lot of job it meant, of the thousands of letters to write, of the 
hundreds of progress reports to type and duplicate, of the hours lost in 
sterile approaches. But I do not know a sailor who would refuse to be at 
the wheel for a time, especially when the harbour is the city he loves. 


I thus started writingrand typing, mailing letters, licking envelopes 
and sealing stamps from anywhere... and discussing with grasping hotel 
managers, greedy restaurant owners and an incredulous family. 


The first miracle arose with the first blow: the only hotel which had ac- 
cepted to house the Convention was bankrupting, due to estate speculation. 
A vapid two weeks investigation fortunately proved me that it was going 
to be closed only two days after the Convention, and I went on creeping 
around sadly abandoned duplicators. 

The second blow was to be more effective: three thirds of the potential 
attendees were suddenly realizing the sweetness of their homes and the 
hard burden implied by the European toll-highways. In the same time, 

the fourth third of the cocktail, having counted his coins, was begging 

e 
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For special facilities... 

lothing can stop a Liesnard at the gallop, end I succeeded Seite! Ulich del eaamig, 
those financial demands by refunding the sold-out wargamers of a part of 
their hotel bill, thus using the membership fees to get the meeting room 
free. ; 

The third blow came from the Belgian Educational Department, who refused 
to borrow films to the Convention, because of its "bellicose and anti- 
socialist aspect". 


But the membership list was lengthening anyway, thanks to militarist 


Swiss teachers, blood-thirsty teenagers and war-losing tomcats... It went 
lake 
I should maybe not mention this now ~ but anyway feel it to be done. 


Some attending (not European) members wrote me, letter after letter, 
asking for a maximum hotel bill of 400 BF per night. After two weeks of 
Kissingerian negociations, I managed to receive a 2000-BF check allowing 
them to book at the "Lendi't hotel. Of course, I reserved two twins in 
this hotel, and hed finally the chance to see those same players slee- 
ping at the much more expensive "Sheraton", just near the corner, lea~ 
ving me the privilege to indemnify the former hotel "Lendi". Nice friends 
make life enjoyable... 


Now, the Con approaching, there was another question to be dealt withs 
the auction, the true climax of such a meeting. Since John Mansfield, 

so Nichorster, Tony Anderson and some others had promised te bring ga- 
mes for it, my job was thus to collect the other material. I succeeded 

in offering - thanks to some maecenas ~ a good display of books, clandes~ 
tine WW2 newspapers, ancient weapons, collections of Dippy fanzines, 
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painted figurines from the best sort, dicramas, militarias, and even SF 
posters aimed at the fans of the attendance. or 
Unfortunately, the auctionneer seemed to be more interested in selling 
has own material than the whole of the lot, and even dared criticizing 
anything which was not hex-gridded ~- and did it publically. This is far 
from politeness and honesty. 

Finally, to end with the bad side of the affair, I should remindto some- 
body I do not want to name here, but who perfectly knows his own name, 
that one should not come to a Convention to be ready to write “reports 
to his superiors" because another person, in the attendance, was one born 
in Warsaw (Pologne). Acting so is insulting to your host. 


The good things I got from this Convention are the same one can get from 
any meeting of that sort. The fact that so many of you came is already a 
success for the future of wargaming in Europe. 


I remember a tremendously hectic night, passed to walk a UK player all- 
through Brussels, from 3 to 8 a.m., eating meat-stuffed sweet peppers in 
a clandestine Greek restaurant, visiting all the train stations of Brus- 
sels to find a glass of beer at 6 a.m., a fighting with the dealers on 

a market, because they refused us to play table~tennis with their dried 
EOS 20:6 


((wih. Now, Michel had some other fun too, but also some more annoyance 
which he mentioned in further letters: not only did he loose money on the 
Con, eg» in having to pay for the banquet which had to be cancelled, 
but also because the same player who disappointed him - and me - before, 
the same who asked for a special subsidy to pay the hotel bill, and then 
did change the hotel, the same who did°Want to shake hand with a Polish 
player, the same who was one of the two only who made lots af money at 
the Con by auctioning lots of SPi-games, etc etc - the same Seems to ha- 
ve asked Michel after the Con for money, as if the Con would have had 
financial gains, money "for the local clubsfuture and treasury”... I ho- 
pe he gave the money HE made to the local club's treasury...) ) 


SOME COMMENTS ABOUT THE BRUSSELS CONVENTION (by Henry Robinette, USA) 


After attending both conventions held in Brussels, I must say that the 
first was better than the second. This year's convention suffered from a 
number of problems; 
1) The setting was much too lavish considering the economic status of 
those in attendance (three nights in the “Lendi® cost me nearly as much 

as SEVEN nights in the Netherlands!). 

2) Competition in "NAW" as originally conceived for the number of entrants 
initially involved would have required 17-20 hours of playing. time,. but 
the hall was not available for that length of time. 

Nor was, 3), all of the time actually used for playing games as there 

was a lunch break and an auction. Nor were enough NAW games available at 
the start! It is small wonder that the convention ended before all the 

NAW games could be played. 

4) The proposed banquet was an outlandish extravagance which met with 

such opposition and indifference that it had to be cancelled. Few. indeed 
were willing to pay the equivalent of a weck's worth of groceries for a 
single meal of, dainty gourmet delicacics. 

Really, when one thinks seriously about the rationale of a convention 

such as this, of what benefit is an awards benquet held before competi- 
tion is finished? For thet matter ~ why is a banquet even necessary? I 
thought that the purpose of a CoSim convention was to enable wargamers 
from distant areas to get together to play games and to pit their skills 
against each other; in other words, the CoSim canvention exists solely 

for the purpose of playing wargames. 

The convention suffered greatly from the grandiose pretentions of its 
organizer and from a few petty squabbles involving personality conflicts. 
Even so Michel Liesnard is to be thanked for his efforts in arranging it 
that entailed no small part af sacrifice and expense on his part. 
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PNG Gale Gch Wine Oe seh e CATHEDRALS OF WARGAMING (by Jack Greene, USA) 


((wlih. Wow - it's mid-September, and I have typed more than 50 stencils 
of thas assue, and [I hoped to be soon ready to Start printing - and now 
“that: 50 - though triple+spaced - pages of Jack... And though it is pro- 
bably ‘plain chat! as our British friends would say, I feel that most of 
you would Jake to read at now... Okay. But at means that 1 have to edite, 
rewrite the somewhat raw-material type of article (and I hete editing in 
a foreign language), I'll try to reorganize - and even to shorten it. 
Anyway, it will ‘tcost' us pages and pages: but I think (and I hope you'll 
agree) it is worth it. On the other side, I fear that this very probably 
will mean that some other articles, info, opinions, reviews will get de- 
layed for another issue - I hope nobody will mind, or not too much at 
least. On the other side, by the way, I am glad that 1 collected such a 
lot of material in late spring: the summer was an awfully 'dry' time: 
though.) ‘got several artreles by acrew Of yo, 1 didn b get ceanything.: even 
not a letter from most of you. I hope all of you start re-writing now - 
there is enough material to give you a reason to comment, at least.- A 
last word to Jack: I hope you agree with my editing =~ and I hope that 
some of those people you reviewed will appear as subscribers of E too, 
Sconex or later. Better sconer, I'd say...)} 


This article is a ((now)) edited version of my journal that I kept while 
travelling with LARRY HOFFMAN, a 3l-year old veteran wargamer, from July 
10 to August 3. Between those two dates we travelled from one Coast to 
the other and back. I asked, roughly, the same questions to all sorts of 
wargamers and wargame ‘Gods' and 'Priests'. I have tried where ever pos- 
sible to not take comments out of context and I have endeavored to be as 
accurate in my note taking as possible. Enjoy the space ride... 

About Reviews 
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LOREN WISEMAN (GDW): He felt the value of wargame reviews was in that 
they gave attention to a game and lifted it from “the morass of (many) 
games". ((GDW here should read: GDW/CGC; sorry)). 

RICHARD BANNER (GDW): He felt that the credibility of the reviewer was im- 
portant for the value of a review. It is, he mentioned, in some ways more 
creditable then advertising and that one could pick and choose strong 

and weak points of a game.. "No publisher will say he just put out a bad 
product." He hoped that reviewers would talk about the strong points of 
games more often then the weak points. Richard believes that "Opinions!" 
keep the Hobby strong. 

MARC MILLER (GDW). believes that "some game reviews are read by the wri- 


ter and sometimes the editor but quite possibly no one else.” Marc also 
feels that reviews have little effect on buying habits ((uff - and I have 
several pages about GDW-games in this issue... wih.)). There appears to 


be no history of dependence on reviews. Mare did think that "SPI game ra- 
ting chart has a significant effect on sales; why else would SPI have 

its top sales chart now...?"— 

TOM SHAW (AH): Value of reviews? Many games are reviewed without being 
played;. an initial bad review harms the designer. - 

DON GREENWOOD (AH): There is "no such thing as an objective review". 
"tPanzerfaust’ is the only neutral magazine" ((protest! And Don is said 
to read E too... Actually, most of the PF-reviews are more component des- 
eriptions than reviews, I'd say; wih)). Don felt that one new solid ap- 
proach to reviews would be for two or three of the top game reviewers to 
do a combined review on the same game. "Reviews are more important with _ 
more and more games." 

RANDY REED (AH): "I pretty much said what I wanted to say in ‘The Gene- 
ral'", Randyfelt that there were only two or three creditable reviewers 
in the hobby. A review should "not just (be) a personal opinion", or a 
"ooison pen letter". Randy liked Walter Luc. Haas' approach in “Europa” 
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where the same game would receive comments on it by several people. Randy 
finished his remarks on reviewers with "pot shots at a game reviewer by a 
designer is dangerous", and "who is really informed about what" in the 
hobby? ce : 

HOWARD BARASCH (SPI): Howie thinks that. reviews depend on "who is writ- 
“Ying it". Further he felt that long and detailed reviews were the best 
ones. 


REDMOND SIMONSEN (SPI): "Impact is very subjective". 
About Europe 


MARC MILLER (GDW): As to GDW response to Europe, Marc felt that,the lan= 
guage barrier was key and that on a run of 1,000 games how many could one 
translate into German? He did send 20-50 aerograms to Europeans telling 
of "SSN" and "Crimea". Anyway, GDW is "still trying to break into the mar- 
Keer es notes ae 3 Ey 

TOM SHAW (AH): Europe and Australia? "Very fertile". Germany recently 
placed a some-thousand-dollars order. 12-14 games will be translated into 
German aver the next two years. I saw the translation paste-up of "Tate 
tics II” and it looked superb. It wiil be sold in Austria, Germany, 
Switzerland, and Luxembourg. For this Avalon Hill (and SPI's moves in 
this direction too) should be roundly applauded. Of course they hope to 
make money on this as well but at least they have vision. Australia re- 
presents 1% of their sales, while all of Europe equals England in sales. 
DON GREENWOOD (AH): The Australian and European markets make up about 5% 
Sf their total sales. It is where wargaming here was "10 or 15 years ago". 
The key here is the point where the ‘local markets in Europe and Austra- 
lia arrive at a point where designers, publishers, and magazines Can ap- 
pear. Then the hobby will bust forth in Europe and/or Australia. 

RANDY REED (AH): ((I'm blushing in copying this; despite Hanni's contrary 
advise, 1 can't resist to quote all of it - exceptionally...)) On the 
question of Europe, Randy felt that Walter's magazine was key for being 

a clearing House for ideas and games. One: had: two major problems. One 

was the lack of a large company and secondly the language barriers. Eu- 
rope is "years away from being a voice in the hobby". Randy also felt 
that Europe needed “far more Walter Luc Haasts", ((1I just have to add 
that I know several people who think one is much to many Vet, lie) 

JIM DUNNIGAN (SPI): Europe and Australia. "Getting their shit together to 
move" and "somebody has to lay hands on it and do the deed", were Jim's 
sentiments. A German translation of "Kursk" is in the works. Jim also. 
mentioned the fact that SPI sales to Australia are less then 1% of their 
total volume. 

_ HOWIE BARASCH (SPI): The overseas market? 5% of theix sales was overseas. 
SPI is thinking of trying to sell products in Russia and Japan. Germany? 
"Avalon Hill beat us to the punch." 

((wlh. I may add that I informed bath companies, AH and SPI, in early 
1974 about the possibilities of the European, and especially the German 
speaking market - and also about the difficulties and problems which 

will - and already do - arise.- In Sweden, by the way, with the help of 
CoSim Sweden and its very active Torbjorn Alm, SPI is beating AH by se-~ 
veral heads.)) 
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((MIPs: mildly or medium IPs; wih)) 


RICHARD BANNER (GDW) really enjoys “Drang nach Osten". He feels the Ger- 

TG have a 60% chance of victory in 1941, 50% in 1742, and Phehewt. ce 

impossible after that. 

MARC MILLER (GDW) gave DNO a ratio of 55/45 in 1941. 

RICHARD BANNER (GDW) also is excited about the "Blue & Grey" games, "no- 

re playing then reading rules." AS 

TOM SHAW (AH): His favorite games are "Football Strategy", "Stalingrad’, 
t 


"Business Strategy’. "Stalingrad" he last played a year ago. 
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JACK GREENE/LARRY HOFFMAN: One aspect of game playing Larry and I noticed 
on our trip was that few designers/employees of various companies PLAY 
other companies’ games. Many seldom have time to play wargames AT ALL. 
Tim netinte the hardcore. of geming’.: lime is key. 

DON GREENWOOD (AH): Don's favorite games are "Football Strateqy",. "Afrika 
Korps", and "Anzio". "I want to know how to play a game before playing it". 
Don and I agreed on one subject which was the idea of a firm understan- 
ding of the rules before playing the first game of a new game. It chal- 
lenges one to develop a solid strategy instead of letting the game teach 
“an optimum strategy over Several playings. Don felt thet of non-AH games 
Gamma Two games were the best. 

RANDY REED (AH): "Battle of the Bulge" (last played three months ago), 

and SPI's "Turning Point" are two of his favorite games. 

HOWARD BARASCH (SPI); "Blue & Grey", "Sinei" (last played three months 
ago), MNUSN", "Global War", and "Bar-Lev". 

LINDA MOSCA (SPI): Linda is a fan of strategic level games, "Diplomacy", 
"Dungeons & Dragons", and her favorite are games of the ancient period. 
JIM .DUNNIGAN (SPI): Jim last 'played! "World War I" just a week before I 
visited him. He likes to study games as he is "not interested" in playing. 
As he put it, he all but plays them, and he thinks most gamers in the 
hobby are like this as well. They are not for a maximum use between two 
people, "people like to fuck with things". 

REDMOND SIMONSEN (SPI): Some of his favorite games are "WWI", "Battle for 
Germany", end "Panzerarmee Afrika". 

STEVE PEEK (Battie=line): “I like 'Bar-Ley'", but “I'm running out of time 
to play them." 

AL ZYGIER, once with SPI, now the graphics person for Rand Game Associa- 
tes: he really has "no time" to play games any more. "I like Avalon Hill 
pictorsael ly, ee pret sect 

DOUGLAS NOWOKUNSKI (Taurus) likes to play the advanced game of "Battle 


for Britain", "D-Day", "Sinai", "Stalingrad’, and “Afrika Korps!. 
"3xd Reich" and "1/76" are the ultimate wargames in his opinion. "I con- 


Sider them a standard." 


LGREN WISEMAN (GDW) related to me the Hobby rumor of a Black wargamer who 
showed up at a Convention in a SS uniform! . 

DON GREENWOOD (AH) felt the closet Nazi was a dying aspect of the hobby 
since the hobby is maturing. 

RANDY REED (AH): "What can I say, they're all types in the hobby." Larry 
made the point that wargaming can “become a fantasy trip". Randy was 
first and primarily interested in the competition aspect of gaming, "la- 
te in my gaming career I became interested in history." 

HOWIE BARASCH (SPI) felt that closet Nazis may not exist: "imposed on 
wargamers from outsiders". 

JIM DUNNIGAN (SPI) had "never seen any" and “never see them gat teary- 
eyed over Adolf Hitler". 

STEVE PEEK (Battleline}: “Maybe one of my games will hit a 12 year old 
who might be an Adolf Hitler and I worry about it." He quoted a friend 
of his who once said: “If I studied malignant tumors, would you call.me 
a cancer monger?" (C8 p 99) 
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JOE CARBERRY felt the hobby. needed more exposure (TV etc) before it would 
really take off. Joe feels that the hobby is not immature, but it has 
elements of immaturity best expressed by those who ere constantly invol- 
ved with rule hassles and 'winism', e.g. ‘I've got to win’ syndrome. 
ANDREW SMITH added: "CGtherwise known as the Churchill Disease". 
RICHARD BANNER (GDW) believes that there is a danger of losing contact 
With the little guy in the hobby. He spoke of the “vacuum" of wargaming. 
He also felt that the hobby is for generalists, that is, something for 
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everyone. Richard feels that the hobby is drifting towards hobbyists who 
spezialize in periods and that the companies will do the same thing as 
well. But then, he also feels that the hobby has no reliable survey of 
what and who makes up the hobby. 

MARC MILLER (GDW): The direction of the hobby? "Straight up". Marc belie- 
ves that there is room for a total of four companies. Avalon Hill with 
its base in retail, SPI for mail order, GDW for the historical appeal of 
a well done game. TSR may be the fourth foundation stone of the hobby 
with its emphasis on booklets and miniaturists. The hobby is still "at 
the bottom".— At present, wargames are still basically recreational, but 
eventually ‘might have beens' may make superb historical tools. Already 
the Rumanian Consulate has purchased a copy of DNG, Unentschieden, and 

Sal \reasee 

TOM SHAW (AH): “Better mousetrap". It is a select group but the_surface 
is not scratched. Innovation = growth. Length of a game is not important 
as the difference between games and previous designs. "Dungeons & Dragons" 
as a concept will be built on within the hobby. “Playability (in games) 
is key". To penetrate the broad spectrum of wargaming Tom felt that inno- 
vation is important. 

DON GREENWOGD (AH) is bearish on the hobby. He feels a lat of the compa- 
nies are going to go broke. “Too many games". Teo many titles have been 
sold, Don went on to say that we can't get "decent titles". Further he 
felt that the company with the "reputation for the best game" was in 
great shape for the future. Somewhere gamers will overload and "get fed 
up". While he felt SPI would stay in the hobby he felt one major diffe- 
rence between SPI and AH was that SPI dealt wath collecters,; while Ad ca- 
tered to players. 

RANDY REED (AH) said, "three years ago I thought I knew, now I Gorm tls 
Randy did feel the big companies would be key and that talent will con- 
centrate with the big companies. 

HOWIE BARASCH (SPI): While it is stagnant now it will expand. SPI conti- 
nues with its innovation by running a TV ad in the Boston area, and the 
idea of "S&T" at the newstand. The need is there to broaden the hobby 

and “we are the only ones who can do it". Collectors are on the decline, 
there are no block buster sellers. There are no longer 3000-5000 gamers 
who buy everything. Yet Howie feels the hardcore is on the increase of 
those "who know what they want". 

JIM DUNNIGAN (SPI): SPI has a 5 year plan. Jim believes that the hobby 
will grow at a 5% rate until 1980 when it will drop to a 4% annual increa- 
se based on a steady rate of ‘turn ons' by age and the rate of increase 
of disposable income. SPI feels that to increase this rate that games 
must become more flexible which is why SPI is pushing the "Kingmaker"/po- 
wer politics game concept very strongly ((wih: cf S&T 52, Feedback Ques- 
tions 43-66!)). This also accounts for the Quad game concept. I think 
that this approach coupled with games like "Dungeons & Dragons" will 

gain more people to the fold of the hobby. Jim made an excellent point 
that no ome game appeals to more than 50% of all wargamers. He also poin- 
ted out the hobby has grown by 5 times in the last 10 years. 

REDMOND SIMONSEN (SPI): "I'd like to see another young: and vigorous com— 
pany to appear on the scene." Redmond hoped that "guys like at GDW who 
wanted to put their shoulder to the wheel and make a commercial and ga- 
ing concern (like SPI)" would arrive. Redmond also feels that it will be 
hard to have a quantum jump in game design as was "Panzgerblatz" when it 
appeared. He did feel that a spicy competition would help the hobby. 

JACK GREENE: Theres were three main impressions I was left with after 

this trip. One was that many of us within the habby are close-minded in 
both the games we will or will not play. In other words, many ef us+ play 
just this companies games or that period. I would suspect that the rea- 
dership of this article does not fall into that category but the majori- 
ty of wargamers do! {his close-mindness extends itself into social realms 
as well, which 1 think is fairly self-evident judging from many of the 
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answers I received in part or in total from many individuals. Secondly, I 
was left to the strong impression that very little is actually known 
about the make-up of our hobby. Finally, I felt the need at sometime in 
the future for an organization of some sorts to handle hobby problems, 
conduct research, aid in the hobby's developement, whatever. There is no 
place for one to receive a ‘good housekeeping seal of approval’ to avoid 
Liberator Games rip-offs. There is no independent agency that is neutral 
within the maze of companies. There is no real direction in relationship 
to Conventions or ultimately, rules-disputes. While not a critical need 
to the hobby, I do feel that such a body could help the hobby. 


About numbers (and %%s) 


GDW: None of their games has sold 5000 copies yet. 100 copies of each tit- 
le a month sold is goed. GDW is solvent and the four chief members are 
paid staff. As to the value of reviews: The one in SéT an "Narvik" gene- 
vated 40 additional orders.- "Bar-Lev" had a total run of 4000 copies; 
"Narvik" and"DNO" are the big sellers to date of about 4000 copies each. 
"Narvik" is their best seller right now. 

AH: Avalon Hill's office space is warehouse space and not office space 


which gives them a much lower overhead than SPl.- "Blitzkrieg™ is the 
biggest seller AH ever had at well over 100 O00 copies. Both "Third Reich" 
and “Panzerleader" are over 50 O00 in sales. "Panzerblitz" has sold more 


than 120 O00 copies. 

SPI where 15 O00 sales of a title is superb. "RSWS" sold 15 O00 copies. 
Whale "“Panzerblitz" is still sold, games die out in sales after three 
years for SPI. "You've got to publish games" (Jim Dunnigan). And Jim too: 
The difference in the number of an individual title as far as sales go 
between AH and SPI is a "matter of merketing". SPI beats out AH 3 tal 
in sales where both are retailed ~ though this could be a reflection of 
the number of titles available at those retail outlets. 
Others: Martial Enterprise made a run of 2000 copies of “La Bataille de 
Ta Moskowa".- Battleline: 2000 copies of "Wooden Ships & Iron Men" were 
run, 1400 of "Seven Days Battles”. 


GDW: Young group, Rich Banner is the eldest (28); he is their graphics 
man. Efficient group. GDW uses one person, the designer, to bird-dog the 
game to completion. There is no development team concept here. GDW may 
produce an irregular newsletter... (?),- GDW does not like to publish 

when a game will appear or what it will be as one must answer "time con- 
suming panters".- GDW sells mostly to California, New York, the Midwest, 
in that order. 

SDC: Definition by Marc Miller: the Slowly Dying Corporation... 

AH: Nationwide Check owns Monarch Printing which in turn owns AH, and 

it is a multi-million dollar company. For those who have not been to AH, 
it is a very old building, in a very old section of town, across from the 
Welfare office. A vast storage area with very few employees. Monarch Prin- 
ting is located across town.- I asked Jim Dunnigan (SPI) what he would 

do with "The General" if he were the editor of it, and he made “only one 
strong change, more errata as it is the most popular item with "moves"/ 
"SgTt, Less than 1% of those who buy games send for an errata sheet.- AH 
sells mostly to California with Illinois in second place. 
SPI: Joe Carberry feels that SPI makes the best simulations on the mar- 
ket and that AH is not as innovative.~ One walks. into "the temple of wi 
gaming", and the elevator man looks at you and says, “simulations ya 
want?"... Howie Barasch works about 50-70 hours a week. SPI doesn't "ha- 
ve the freedom of GDW'. The number of ‘Bureaucrats! is extraordinary, 
SPI is big in the sense of the number of people.— The inner temple: dim 
Dunnigants office: The inner temple does indeed have tubing running all 
around with the fabled Gerbils. Rumors aside, Jim does not read their 
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entrails to see what gamé to come out with next. To those who have not vi- 
sited this-cathedral. and have not entered the final. and innermost. temple: 
Jim has plastic tubing running throughout the office with a family/pack 
of Gerbils, hamster-like animals that run about this. all day and night.- 
Within the hobby Jim felt that "people want more: information", that was 
why “Jutland” was done by AH, one of Jim's early games. There is no "me- 
dia in the hobby other than S&T". That point seemed true in the sense of 
mass impact. Jim also feels that gamers want to know about the business 
end of things; SPI's feedback has about 6-7% who want it dropped, 8% who 
want it increased. The S&T constituency wants to know what is happening. 
Jim feels that mail games can be released anytime in the year while re- 

-tail games should be released in the fall.- Jay Nelson (oP lies hes man 
behind the scenes is really Jim (Dunnigan)". The "Art Department has the 
final say", as it is the final stopping place of'’a game. "Redmond (Simon~ 
sen) is the other man behind the scenes".- I asked Jim Dunnigan if he li- 
ked controversy around him, “sure, why not?".- Terry Hardy, the Chief-af- 
staff to Jim for getting the games done: we both agreed that most games 

‘have to much intelligence given to each player. SPI is "not getting into 


a GDW syndrome where one turn takes five hours". Terry pointed out AH's 
‘practise of buying young designers’ games, while wath SPI they were deve- 
loping new developers instead of designers.- On a percapita basis SPI 


does the most sales in Connecticut and California, with Arkansas on the 
bottom. On absolute dollars in sales it is New York and then California 
with Wyoming the lowest.- 

(By the way: Battleline sells most of its games, in this order, to Virgi= 
nia, New York, Pennsylvania, and California, with England being the sing- 
le biggest retailer.- Rand selis mostly to California with Iilinois in 
second place. 


Larry and 1 talked about our experience at SPI towards the end of our Vai- 
sit, which I should add was: the most in depth of any of our visits, -but 
then there were more people to taik to. Also, both Larry and Ide not. con= 
sider ourselves to be SPI 'hardcores'. Larry: "I think. there are gaps, ho- 
les" in their development system. "I see more of a lack of. variety in 
their games than with Avalon Hill.""There is a company style while GDW 
and AH are more individual." "It sells, people like the SPI style." "I 
can get off on playing their games occasionally.""If I. had to choose one 
line of games (between GDW/AH/SP1) I would choose Avalon Hill.""Gn° the 
whole their system (of production) is quite good though they break down 
on details." 


ey eer nc es es tome ee me meme i Oe ne eee te sce ee ee oem mee 


MARC MILLER (GDW) likes to design simple games like "Chaco" and play com- 
plex games like "Narvik". LOREN WISEMAN said of. Marc: "He Tikes to.design 
games where people can't cheat.” Marc: "Everyone designs a game of what 
they want to the level of complexity they want's. The corollaryiet) this 
is that one designs a game to the level of complexity dictated by the $3= 
tuation. : Sate 

JAY NELSON (SPI): I asked him what he felt were the problems with play- 
testing on "WW3", "Global War", and "War in the Fast". The "Development 
schedule was very rushed... for all the right reasons." Hopefully in the 
future more time will be taken with the big games. in someways, especial- 
ly on the big games, schedules should fit the’ game. ae 
REDMOND SIMONSEN (SPI) is best known as the graphics person at SPI, $0 
many questions centered on this aspect of his work. Redmond tries to have 
the graphics fit the game. The “latest thing we've done is the folio pack= 
age." Redmond tries to introduce new ideas. and new visual approaches from 
time to time. "I don't think there is really much to be gained by many 
colors in a two sided game” as it is confusing. Redmond went on $0, Hoan 
out that he was a "functional graphics" man first and foremost. He tries 
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to create a “physical system, not a graphic system". He showed me his re- 
design of the package of "Anzio" and Winetel that he did.) lheo"sax' sde= 
sign he did is impossible to describe except to say it was both unique 
‘and superb. Unfortunatelly, also very expensive. They both appeared to be 
Somewhat like simple Chinese box puzzles with plenty of space to put 
stuff so one could not ‘become confused or having to search long for pie- ~ 
ces and also opened up for the boards to be Spread oun. tt was @ weal 
treat to see them. (Redmond complimented Gamma II's games, especially 
their pieces and maps.).- I asked Redmond about the changes the art de- 
partment does to games when he gets them. “It falls to me to sometimes 
(to) take the rough edges out" of a game. "I try to standardize the ap- 
proach to rules." One thing .I learned from talking with Redmond is that 
he does not try to produce 'pretty games! but rather to make them functi- 
onal. 1 wish he did design pretty games, like some of the covers of late 
on S&T ox the game boxes,. but that is not his aim. 

SPI'S R&D: The following are the light remarks and banter thee iec Led 
Sround an R&D (Research and Design) meeting at SPI which had 12: male 
staff members and 1 female staff member present: "Hey fattie: “Ger so- 
me troll to do it" (ttroll' equals either playtester, or any other fiun- 
ky). "Ever heard of a game designer whe was Jewish?" (to Richard Berg). 


"Tf the Turkeys (= playtesters) like it we know we're in trouble." "You! 
ve been concealing this from the committee?" On the game "Dixie": "Not 

a forgone conclusion that the South woolelose" Also cn. discs! Where 
they putting the Mennonite colony...Turn around Berg and I'll show you.” 


On Baltimore: "Respect the native women" and "Bring plenty of nylons"... 
JOE SELIGA: I also talked with Joe who has done playtesting with both 

AH and SPI and is considered by some to be the best playtester around. 
The difference between SPI and AH? "SPI does more in the way of resear- 
ching the infarmation than does AH." He believes AH to be a "company 
that is a captive company (to National Check)" and that "I think they 
have many more constraints.""It is not clear to mé if there is any dif- 
ference in the playtesting" of either company. "SPT has made a lot of 
basic changes" through playtesting. 1 asked Joe about the concept of a 
development team for a game, #5 it a bad idea? "No, I do the same thing 
in my business.” 

STEVE PHENOW (Martial Enterprises) made a point on game designers: "... 
and you research, and you research, and you research and then find -some= 


thing that you want to throw out the window!" 
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En Garde: Larry and I suggested that it needed a V.D. ((venereal disea~ 
Se)) factor when visiting the bawdy house... 

Narvik: Marc Miller (GDW) feels that it is in reatity a ‘Sstatr game'. 
He views it as a combined arms: game that allows the-players to use for- 
ces they choose, but also have the risks of their use, &-g. one loses 
points if a second German Mountain division is committed. 

Seastrike: Marc Miller and I, both agreed it was an excellent geme. He 
liked the system feilure approach of it. He disliked the step reduction 
system on damage as he is convinced that if you're hit, you're out of 
commission or sunk outright. He ultimately felt it was.good system for 
WWII games, it was a fun game and he “loved it". 
Coral Sea: Some of you may have recalled my favorable review of "Coral 
Gea" in "Europa", a review I still stand by. Well, both Randy -Reed (AH) 
and Don Greenwood (AH) had some large reservations about the game. Ran- 
dy questioned the statistics as to the accuracy of ranges, etc, espec? ~ 
iy not ithe 2 rerart involved. Don likes the combat system But Gielikes 5 


the inability to have simultaneous airstrikes. "The battle can't happen" 
and it is not just a question of designer “fudge factors", as Don put 
Sts 


1776: I asked Randy Reed (designer of "1776") as to the weak points af 
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"1776". Randy felt that the weakest point were the seapower rules (any 
variants out there?) and that it was "fairly" accurate as a game. As to 
the slow historical British movement in relationship to the game mecha- 
nics, he felt it was a reflection of the politics of the time and not 
poor commanders in a military sense. Joe Seliga: "I don't like the for- 
ced march rule" - death or Success are too extreme. 

Battle of the Wilderness (SPI Quad game): Linda Mosca, who will soon be 
the first published woman wargame designer with her game on the “Battle 
of the Wilderness" felt that the hardest problem with it was the balance. 
60/40 in favor of the Union right now. "Designing a folio game is not 

the same" since one uses the same rules and you are “working within a 
framework". "I've designed 'Night of the Living Dead', man versus ghoul, 
and a scenario where the police ‘arrive early' 

Frederick the Great: What was sad to learn (from Jim Dunnigan, SPI) was 
that while "Frederick the Great" was a "great game" it also “bombed". I 
felt it was one of the best games to appear from SPI in a long time. 

Riot Control: I asked Jim Dunnigan about this rumored riot control game 
for the New York City Police: "I wasn't interested in doing a game on ri- 
et control. 

Global War, to which I have yet to receive an errata sheet on, but one is 


rumored to exist. Jim Dunnigan: "50-90% of it's problems" lay with the 
game developer, "my fault ultimately", but the game developer “won't ma- 
ke that mistake again.” 

Several SPI's: From Jay Nelson who did “Wirzburg" and is doing "Arnhem" 


(both quads) I learned that the NE corner of the "Wirzburg" map is blown, 
up and used for "Mech Wer '7n. Basically this is "NAW" plus FPF. FPF is 
defensive and tffensive artillery as in "Kasserine Pass". The best balan- 
ced scenario is the meeting engagement one. The silhouettes on the coun- 
ters are used because the players like it, e.g. popular request. Jay 
felt the problems with the Quad system were two: Firstly, one was not a 
game designer but a super game developer in which the information fits 
the system. Secondly, this in turn gets one to the situation where one 
"keeps games ‘different’ and yet the same." Jay went on to say that the 
"Napoleonic Quad" is "Borodino" revisted, and that "Marengo" may be the 
best in that series of games. 
Crimea: Richard Berg: "The game system is excellent, just did it on the 
wrong battle.""It's a history lesson." Richard feels the allies usually 
win the game. "I've never seen a game where units are more vulnerable." 
Dreadnought: Richard Berg pointed out that "'Dreadnought! is how Jim 
(Dunnigan) wanted to do 'Jutlend'".- I mentioned the aspect of it being 
an “exercise in die rolling". Terry Hardy (SPI) pointed out that “players 
are in their mein role (admiral)". The campaign version of this game is 
a superb idea. Between this game, and the campaign rules in AH's sailing 
warship game the hobby will have made a big jump. It is interesting to 
note that both of these similar ideas were arrived at independently by 
the two major companies. 

La Bataille de la Moskowa is a battalion level Borodino game. There has 
been an evolution in the hobby of large games, starting with "Trafalgar" 
(priced at $11.95 in the late 60's) to "Confrontation" (Gamescience). 
Throw in "Blitzkrieg" and that completed the first generation. Naw the 
second generation is onus with "“DNO", "WITE","WITW", “Strategy I” - 

and now this minster of 1000 pieces and 4 mapboards. Larry Groves (Mar- 
tial Enterprises) and I talked about it for some time: He wanted to de- 
sign a game where cavalry acted like cavalry, skirmishers acted like 
skirmishers, etc. Further, the leader counters and aides were important 
for tealism, even down to the transmitting of orders! There are 6 scena- 


vios taking from 3 pours to 2 days Ge play in game time. "Fire is pretty 
devastating". We're “into big games". (Mollwitz and maybe a Waterloo ga- 
me are in the works.) "Artillery ha an intensity factor of target" as-= 


pect. Leaders affect cavalry, artillery, infantry, and morale under se- 
perate headings. Weak points? One should have a feel for the period. The 
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rules “are different". One should start on the small scenarios, and there 
is an errata sheet.- In what other game can General Officers be captured, 
killed, and/or wounded, all of which is done quite realistically? The 
scenarios are easily played between two players. Let me say now this is 

a highly detailed and I think one of the most interesting ones to appear 
in some time. It makes an interest in Napoleonic warfare appear where, 

in myself, there was a but a small degree of development. The mapboard 

is somewhat boring, but the pieces are beautiful. Nationalities and ty- 
pes are well-presented. This is a labor of love. (Martial Enterprises, 

PO Box 1315, National City, CA 92050, USA; 214.95, E/UK: +42 postage).- 
And, also, for only % 624.95 {(hein??)) one can also get all the pieces 
in the game handpainted..! Dennis Spors (8604 Via Mallorca Dr, Le Jolla, 
CA 92037, USA) is offering this service with some Corps going for only 

% 27.50 - so for the ultimate write to him... As he says, “want to bridge 
the gap between the exactness of boardgames and the colour-ot minia lures?" 
-~ all "in the correct regimental colours". 

Torgau: Frank Chadwick (GDW) feels that the Prussians usually win by so- 
lid use of their longer range artillery and the saving of the Guard to 
the last. For the Austrians to win they must ambush someone early in the 
game.- Steve Phenow (Martial Ent) felt it “doesn't give a good feel. for 
the Frederican period." The game is not linear enough, poor vidibility 
rules, cavalry is not really used to scout, and cavalry, especially heavy, 
would not stand to receive a charge for they would be destroyed. 


Let me say that "Origins" was fantastic, fabulous, incredible, constant, 
and total. There were so many to see and so much to do that one could not 
do it all. For example I never saw John Hill! Only talked to some, like 
Cliff Sayre once, when a long session was in order. (As to Jim Dunnigan'« 
absence at “Origins": "I don't like crowds", "Little heavy for my taste”, 
and "I don't play games much".) Unfortunatelly there was no time alloca- 
ted for the companies to get together and bullshit, which was a terrible 
opportunity to have missed ((though Cliff Sayre reports that there was 

an open-air-discussion at least which seems to have been very interes- 
ting)). There were tournaments everywhere. Where else but at a Convention 
of this size would one see five games of “War in the East" going on at 
once (or whole teams of players being disqualified as Welles }) a Oetenge 
people walking around in uniforms. Games, games, and more games, both to 
be bought (and then broken open to be played) but also games at all hours 
and in all places. And who could forget the (en ecitede of Hell i Ene 
dorms where the temperature at night was approximately 95 degrees. The 
pressure of tournaments... introductions... meeting people... Dinosaurs 
of games ("Stalingrad", "Midway", etc), plus the new ones... "Dungeons 

& Dragons" journeys going on... Don Greenwood told me that at isast 

1100 people had showed up for the convention. He hoped that the Conven- 
tion would rotate with the “profit to 1.G.B. and/or future conventions”. 
The idea of the Convention not being a place to make money appealed to 
both Don and myself... I have had four hours a sleep each night and am 
near burn-out. It was almost too much for one to savour each moment and 
concentrate the energy on the people and events as they happened as one 
should have. But it was fun. 
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((wlh.: This part will be added, either in this issues! "Hyde-Park-Cor— 
ner" discussion of the same subject - or, if space and time should run 
Gc ehh next -oSue even without any 'Layout-luxeries', as for instance 
nice titles or drawings or empty spaces a page is only a page, and even 
100 pages are only 100 pages...and, one man is only one man ~— and that's 
poor me...)} 
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JACK'S PILGRIMAGE - A POSTSCRIPT (by Andrew Smith, UK) 


((Jack Greene: Andrew - he is British, upper-middle-class, and conventio- 
nally Liberal. )) 


Thanks for the build-up, Jack. Reader, you are dealing with a naval poli- 
tics buff, not a hard-core wargamer; but I consider that this adds a new 

perspective to what I have to say. 

Some time ago I proposed to Jack that we should write something called a 

"Joint Article” on wargaming and the counterculture, but it fell through 

in the Isla Vista discussions devoted to it owing to Jack and I disagree- 
ing over a working definition of the counterculture, no doubts due to 
cultural differences! "Origins I" and “Pilgrimage® have given rise to so- 
me new thoughts and confirmed some old ones. 


It struck me that what Origins I was really about was images, both of 
wargaming as a hobby and. of wargamers as individuals. Urigins was the 
most impressive convention I have seen, and the press clippings i-harves- 
ted reflect a less patronising tone than usual; now, if only SPI would 
buy a Lear Jet....: 

The concentration of so many of the hobby's hard core in one place was 
extremely good; naturally nobody had enough time to talk to everybody, 
but much was explained, often by physical appearance and not in conver- 
sation. Everybody there was greatly relieved ta find no Nazis had emer- 
ged from their closets (or should that read bunkers?) and thus were our 
liberal credentials established for use in mutual congratulation. 

As Jack says, “one out of five wargamers is a freak", and I suppose that 
this percentage rises if one considers only the hard core. We all reed 
hidden values into wargaming: straight people think it makes them freak- 
ish, freaks that it helps them conform some of the time, outsiders that 
we are warmongers, hard-core gamers that they are some sort ef elite, 
and I understand that the "Spartans" believe that wargeming will one day 
be as professionally organised and intellectually demanding as masters 
chess, which thought I find ludicrous. 


The true picture is that wargaming contains a large number of socially 
dysfunctional individuals; this accounts for the fact that people drift 
out of the hobby in their mid-twenties and presumably will continue to 
do so. Expansion of the hobby will rely on locating more of these people 
since recruitment up and down the age ‘ladder’ goes rather slowly. Per- 
haps ome day there will be a study of the social values and life-style 
of the typical solo gamer; it will make interesting reading. 

I cannot agree when Larry Hoffman says that "wargaming is one of the 
biggest underground trips going"; we still have four middle-class white 
males for every freak! Moreover the main purpose served by Origins was 
to reinforce this by proving that wargamers were "just like you Fskova ye lle 
In spite of this, it must be admitted that with Luck and the right can- 
nections you may meet and get to know people with different backgrounds 
and habits. 


My own hopes for the future of the hobby? I would like to see the impos- 
sible happen: more designers publishing and a breakdown of the trend to- 
ward the use of a few game systems epitomised by SPI. Remember "Sixth 
Fieet"? Dare we ever let SPI forget it? No system or small group of sys- 
tems can cover every eventuality or fairly be used to cover up a lack 

of imagination or research, both of which were sadly apparent when "Na- 
poleon at Waterloo" put out to sea. 


((wlh. Another postscript, by Donna Dwyer, will be added to the women/ 
wargaming debate part, cf note above)). 


Not to forget Jack Greene's final note: I would like to thank everyone 
for the cooperation and hospitality, and especially Larry Hoffman, And- 
rew Smith, and Donna Dwyer. I also owe a special thanks to the SDC Faun- 
dation that made the trip possible. 
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WOMEN AND WARGAMING 


((wlh. Cf E 6-8,80.- An astonishing and interesting fact: though E is main- 
ly a CoSim-zine, though there would be a lot of other subjects urging de- 
bates and discussions, Jack Greene's and his girl-friend's notes about 
women and wargaming caused a huge amount of replies: ca 10% of you com- 
mented it! Reason enough to quote at least parts of your comments - even 
if several of the commenting readers, somewhat illogically, wrote that 

it will be of no use to write something about this subject... since they 
nevertheless did... And similar comments got published in other zines 
too: cf Moves 19 and 21, Panzerfaust 68, Pursue & Destroy 2, Paroxysm 15, 
etc ... The huge amount of comments forces me to edite heavily; sorry. 

A first part is devoted ta comments made by women - aren't we polite? - 

a second part, maybe partly in next issue only, will be written by men 
only. The parts marked with an asteriks (*) are parts of Jack Greene's 
"Pilgrimage"-article, cf elsewhere in this issue.)) 


ELLIE L NYE (UK): "Men, Jack argues, are overwhelmingly the members of 
the warrior class. Thus wargaming, he says, will tend to appeal to them 
more than to women. To be honest, I don't know any wargamer who play in 

a warlike manner - and I should certainly dislike it were they do so. For 
me, the whole essence of wargaming lies in its very DETACHMENT from rea- 
lity - the units and strategies are just vehicles for the subtler aspects 
of play, such as the crossing of wits and the display of stylish bluff 
and double-biuff. I must say to Jack's lady, that if players do becomg, so 
involved that they yell about blood flowing, and assault the furniture, 
they are not only (and perhaps debatably) going to lose their humanity - 
they are going to lose the game! That is why most players with their fa- 
culties intact have realised that non-involvement is a winning ploy. 

IT really AM sorry that Jack has only homicidal maniacs with whom to play. 
I cordially invite him to come over to England, where civilisation is 
Stille dno evedences 1m a pecifast — bub fli dave fam a _qeed game s= 

This is all leading up to the fact that I don't believe wargaming to be 
concomitant with MALE nature. You can lead a man to “Panzerblitz", but 
you can't always make him play...I suggest the whole process is to do 
with NURTURE, which would certainly account for the descrepancy in num- 
bers between male and female wargamers. Because of the very rigid sociali- 
‘sation process which women undergo, they are unlikely to feel interested 
in something at which they may fail, or conversely, want to tread on male 
corns by getting good! Perhaps the main reason is that wargames are sur- 
rounded with an air of egg-headery and shrouded with mystique, and these 
facts crush a woman's initial desire to learn. All of this is a pity, be- 
cause women could inject new life into the wargaming scene. 

Wargaming is not concerned with the glorification of war and killing - 
unless, I suppose, you WANT it to be. Before I close, I'd like to ask E 
readers in what spirit THEY play. Do they play to win? Do they play 
'sportingly'? To what extent do they become involved? And how would they 
feel about making it THEIR duty to initiate one girl per month (say) in- 
to the art of wargaming?" 


LINDA MOSCA (USA, SPI)(*): Linda pointed out that 300 women subscribe to 


wSat", ((Circulation: 31 500; wlh)). “I played games before my husband 
married me." When they were both short of money they would drag cut "Batt~ 
le for the Bulge” instead of going on an expensive date. Linda first 
learned playing “with my father". Kevin Zucker made the point at this.ti- 
me that women by and large "don't want anything ta do with war", Linda 
replied that it was the "same generalization as women aren't aggressive’ _ 
when it came to a question women playing to win or for the social con- 
tact. That is, Linda likes to win and enjoys the aspect of ecanflict, a 
test of wills. Linda went on to point out that when her husband was into 
Napoleonics that "I built up a lot of hostilities because it bored me". 
"Some women wouldn't like some wargames period." Linda felt some men dis- 
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liked playing women as it is a "threat to your winning, especially twice 
as bad if she had to launch an assault". Linda used to play regularly a 
women who came by the SPI offices but her husband was not interested in 
wargames so she faded out. "I think women use their husbands!’ names in 
the opponents wanted column" so that men aren't scared off. 


KAREN BERG (USA)(*): (intimate friend of Richard Berg!) on wargaming: I 


feel "jealousy, anxiety, and interest". 
LAURIE VAN DE GRAAF (USA)(*): What type of games does she like? "Short 


anes", She enjoys "Midway", "Crete", and especially (as most of the asked 
women) “Dungeons & Dragons". She also likes "Diplomacy". She got into war- 
gaming because of her husband. She feels that wargames are not more popu- 
lar with woman as they are "not personal". They are objects and are not 


interelated, also the competitional aspect turns her off. "Men are always 
out to prove themselves." I asked what she most enjoyed: "the tactics", 
was her reply. 


STEPHANIE GREENWOOD (USA)(*): About wargaming: “It's alright, if you want 
to spend the time learning." She plays "Origins" and "Risk". On the ques- 
tion of social reasons for playing versus competitional: "No, I play to 
win." What as like for her to play "Drigins"? "They (men; she usually is 
the only woman playing) think I'm easily intimidated or don't know the 
rules." "When I win they react dumbfounded." Do men view you as a threat? 
"Depends on how well I play if men think of me as a threat." 


DONNA DWYER (USA)(*): Commenting Jack's "Pilgrimage"~article: "In retro- 


spect I was disturbed by some of the comments by women wargamers. Though 
it is encouraging that they are strong enough to admit to aggressiveness 
in their own nature (ignoring society's pre-conceived nations. of passive 
women) it is somewhat disheartening that these same women accept other 
stereotypes. Comments about short and easy games and letting husbands ex- 
plain rules were grossly unfair. The impression icft was, "Sure, we're 
competitive, we're into gaming, but nothing too difficult. We're here for 
our husbands." Certainly all of these women are completely capable of 
handling the most difficult games! If they feel the need to accept these 
concepts they are greatly under-estimating themselves." 


JIM DUNNIGAN (USA)(*): Jim broke it down this way: There are 200 O00 war- 
gamers out of 10 000 O00 Americans who have the background (profile) for 
becoming wargamers, 20 O00 G00 if women are included. The key difference 
Jim felt lay in the pressures women get hit with; the same pressures that 
keep Historians a largely male dominated profession. 


JERRY SCHOTT (USA): "My wife does play some of these games. She enjoys 
"Kampfpanzer" the most. I am always able to lose to her in this one due 

to the Panic rules (which could account for the fact that she always wants 
the side with the lowest panic level?). When she starts to lose, the tac- 
tic she resorts to is tears which has disrupted a lot of games in the 
middle." And LINDA SCHOTT added: "Now, wait a minute..." 


CHRISTOPHER MACLACHLAN (Scotland): "As for Mr Greene's contentious lady- 
friend, 1 honestly wonder whether she exists. Surely he invented her just 
to shock us? The result is parody. First she proves, to her own satisfac- 
tion at least, that male human béings, like other nasty animals, have a 
nasty territorial imperative. Then she claims that wargaming is a ‘form 
of sublimation for the animal kingdom's territorial imperative’. But it 
is not apparently a complete sublimation, for killing is killing even if 
the victim is a piece of SPI-cardboard. This nauseating ‘lust for violen- 
ce' not merely offends her sensibility but also represents a departure 
from true human nature, as it is found in peace-loving women. 

But if men's ‘territorial imperative! is an animal-like instinct, then 

it is part of human nature. Whether they succeed in sublimating this in- 
stinct or nat is beside the point; the question is how. far could a man 
lose such an instinct and yet remain human and natural? Not at all, in 
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my opinion, unless we define humanity as (among other things) a lack of 
natural aggressive instinct; that is to say, if we agree that our feminist 
critic's ideal of the peace-loving, non-aggressive woman is the type of 
humanity. She is having the argument both ways. First she defines men as 
by natural instinct aggressive; then she defines 'human' as ‘lacking that 
very aggression’. Aggressive men therefore appear as less than human 
(while women, defined as naturally deficient in aggression, emerge as es- 
sentially human). 

I do not think that wargamers need take much notice of such a diatribe. 
fven ft we ececerptothe theeryoot al territorpel Inperative asa fact at hu= 
man nature, a biological necessity, our ethical problems are hardly sol- 
ved for us. Is a bull morally blameworthy if it chases intruders out of 

a field? Is the dog who chases the pastman possessed by 'a strong element 
of the homicidal maniac'? And who is morally better - the man who plays 
"Borodino", the one who wears a funny hat to drink his brandy and soda, 
or the one who practises making Molotov cocktails in his bedroom in or- 
der to strike a blow for equality? The wargaming question simply requires 
more ethical subtlety than our female antagonist manifests (as yet). It 
cannot be settled by appeals to biology and psychology, especially bad 
biology and bad psychology." 


(And, in another letter, Christopher wrote: "I keep buying these games in 
the hape of interesting my girlfriend in them. Last week I got "Flying 
Circus", which seemed a nice, simple, straightforward game of few pieces 


which she could learn with me. The first time we tried her Fokker EIII 
shot down my Nieuport 11 almost with its first shot. I think I'll go back 
to solo wargaming and "srd Reich"...) 


RICHARD BERG (USA): "What can one say about Jack's "lover's" comments re 
wargaming. I could say it was all a bag of horsetoss and leave it at that. 
That's too simple. I alse don't want to get into a philosophical discus- 
Sion that will be fruitless in the end. Suffice to say, that I was unawa- 
re that men had a monopoly on killing. Or that chess was a kindly old 
pastime played for the sheer delight in the beauty of the pieces. I assu- 
me we should all spend our spare time sublimating our egos to the greater 
cause of the furtherance of the human race rather than blowing a few bucks 
on some cardboard inanity. Unfortunately, not all of us are in to setting 
ourselves up as a watchdog committee for humanity, and not all of us feel 
that we are betraying the cause by pulling a plague card and sticking it 
to the Earl of Warwick (("Kingmaker")). I think there is a confusion here 
between the urge for competition, without which we would all be nowhere 
(although I think Americans can take this urge a BIT too far) and this 
somewhat ephemeral idea of the territorial imperative. 

I'm not too sure what the latter is, but it might be a cendition occuring 
from excessive pamphlet reading. I guess it works down to what must be a 
basic philosophical maxim: uttered by one of nature's unwitting geniuses. 
I had a client the other day (I'm a criminal defense lawyer) who, when 
asked by the police why he was sitting on someone else's balcony with a 
TVSet\ in each “hand, Simply ctated “,.weveryoudy's got ito be Somewhere. ’ 
I assume that is the territorial imperative. 

What all this pseudo-philosophical drivel has to do with wargaming, which 
is certainly no more nor less injurious to society in general than, say, 
bowling ox even Monty Python, is a mystery to me. But I consider myself 

a humane person - whatever that may be: I like animals, abhor killing 
whales, and my wife works - I assume that makes me humane; whether or not 
women are more humane than men is a fool's question. Men have been less 
humane because they have had more opportunity. Given the opportunity, 

I'm sure women could guite easily equal the stupidity wrought be the Hu- 
man race and 'men'. This is a reverse sort of prejudice that is almost 
laughable in its complacency. As is most of Jack's friend's statement. 

I would like to add this, though - if you get anywhere near Santa Barba- 
ra (where Isla Vista is), you could do yourself a favor and visit Jack. 
DAS INSTITUT is guite an interesting place ~ the people are friendly and 


-E- 10/11: 89 


_. Hyde-Park-Corner 


there are some good gamers. Highly recommended on your western swing!" 
(By the way, Richard also adds: "I had the pleasure of meeting Jack while 
in California, played several games with him; enjoyed everything immense— 
ly. Jack always has good insight into whet makes games tick." 


NICKY PALMER (DK/UK): "In fact, I've never met or heard of a female warga- 
mer, though I know quite a few in Diplomacy. Basically [I think the reason 
is the feeling thet war is horrible (true enough) and games are sign of 
not having altogether grown up, except for the occasional family game li- 
ke Monopoly; in addition the pressures of society against ultra-intellec~ 
tual women mean that a lot of women regard the games (or would if they 
knew them) as just too hard work. The anti-war feeling is clearly the do- 
minant factor, and I think a limited number of women would be interested 
in the games if they were presented as intellectual challenges rather 
than battles, especially multi-player games which include a social aspect 
(like Diplomacy). Until the sexist attitudes, which make it seem natural 
to both sexes than women are mainly concerned with social activities and 
not in intellectual entertainments, vanish, I don't think we can expect 

a lot of female players. But the ‘militaristic’ aspect could be dispel- 
led if we wanted it to - Jack's friend was unlucky, as. there are plenty 
of people who like the game primarily or exclusively for its antellectual 
challenge, with the added interest of compering with actual events. det 

it was only the war side which people liked, something like “Outdoor Sur- 
vival" would never sell a copy. 

One occasionelly meets people who shout "Blood must flow!" or the like ~ 
but usually it's a joke to them, and :t's certainly a joke to their audi-~- 
ence. 

A velated problem is Michel Liesnard's rejection by the Belgiar Education 
Department ((E£ 6=8,100)) om the grounds that the games are to be associ- 
ated with imperialism and oppression. One only has to point out that 
there exe plenty of opportunities to try one's skill as the NLF an Vict- 
nam, Marshal Zhukov at Stalingrad, the North Koreans (SPI's commentary is 
notably without bias to the South in both Vietnam and Korea games), and 
of course the more historical games where contemporary politics have no 
great relevance. I'm sure my views are miles to the left of the Belgian 
Education Minister, but except for a mild dislike of e.g. the Rommel adu- 
lation encouraged by the “Afrike Korps” box, I don't think politics need 
have anything to do with one's attitude to wargames. Tce recelt one 
Vietnam game from a small company which allowed only the NLF to comit ter~ 
rorism, because the Saigon side was above such things - this Seemed a 

bit blue-cyed then and seems rether sick in retrospect, but what the 
hell... one can just skip such rules. No contemporary game can satistTy 
every political attitude, anyway. 

Incidentally, I like Oleson's point (quoted by Jack Greene) of the horrib- 
le truth hidden by a wargamer ~ the time they would spend playing warga- 
mes if the feeling of guilt and the need to cat were removed. Don't make 


my mouth Wiel pew" 


WILL HAVEN (UK): "Jack Greene's views on elitism in wargamin, are interes- 
ting, provided we do all realise that sweeping generalisations of the na- 
ture he was making have no valid practical epplication. And I had always 
thought the USA a classless society... 

Human nature is very complex: here we have two people (Jack and "The Wo- 
man") who have taken some aspects of wargamer's nature as they have seen 
it displayed and interpreted it in their fashion. Thus the resulting in- 
torpretation is responsable not only to the wargamers initial attitudes, 
but also to the psychological makeup of the observers. And the more fana- 
tical the observer (and what could be more fanatical than an American fo- 
minist) the less credance, I believe, one should place on their observa-~ 
Liane hiter All. asn"s Gt actendency-on us all to make-up a conclusion 
and then look for facts to support it, quite passibly ignoring facts 
which directly oppose sur presumtions? (Not consciously, I hasten to adda, 
but within the dark, tortuous recesses which constitute the Real You). 
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Most of us, of course, realise this and can attempt to correct for it: but 
is this process not the very essence of fantasicism? Stripping the com- 
ments of their emotive language, and ignoring the hysterical rhetoric of 
the womans claims, we are left with one very interesting point: the terri- 
‘torial imperative. I think the ‘blood lust! theories of the woman can be 
ignored, for the reasons given above, but the territorial imperative - ah, 
that is something else. 

Certainly, I do not feel like a warrior. But the only wargames I do enjoy 


have one thing in common ~- total destruction of the enemy. Thus I like 
"Stalingrad", and Go, but not Chess. I like game of maneuver not carnage. 
'Bloodlust! I will never conceed, but ‘territorial imperative'...maybe. 


However, I do feel that Jack & Co are really looking in the wrong direc- 
tion for an understanding of 'the wargamer' (if we assume the existence 
of such an esoteric being). I feel the real satisfaction in wargaming co- 
mes not from satiation of inner animal needs, but from the resolution of 
the altogether higher - but equally essential - wuestions of dominance, 
which satisfy the human's need for success in competative matters with 
other humans. This is not a simple matter of the winner is better than 
the Looser, since, for example, the looser may console himself with the 
victors luck, and thereby save himself from feelings of inferiority. Or, 
indeed, the looser may not be wargamer who is interested in dominance. 
Human nature is complex: who can say that 500 people who do the same thing 
all do so for the same reason?" 


CRAIG NYE (UK): "Jack Greene's mysterious female friend is inaccurate - 
Several species of predatory animal will kill for reasons other than food. 
The cat family tends to exhibit a process of ‘playing! with its prey, 
this, I suggest, is a form of sport. 

Although I am notably lacking in faith in my fellow beings, I do not be- 
lieve that we kill each other for SPORT. There is usually an underlying 
reason that is at least logical to the killer. Even abberants fall into 
this pattern ta some extent. 

As for gaming: I am more a Diplomacy fiend. I do play the CoSim type of 
thing, I'm never so involved that it becomes real. To me it is more a con- 
test between me and the smartass across the board, I want to beat him. I 
don't think I've ever screamed, 'Blood must flow! - If I were to, it 
would be as a joke. 

Il have a female friend too; to whom I am married. Els does not seem to be 
as keen competitively as I am, she gets a differing kind of kick from ga- 
mes. Curiously enough, she is my superior in Ftf Diplomacy, a game Giles 
which I am not particularly fond. 

{On another point, I find the profusion of CoSim games that emerge from 
the AH/SPI etc stables positively confusing. There is a basic similarity 
between all of. them that renders any degree of high involvement, to any 
but a fanatical hardcore, impossible.)" 


MARTIN CAMPION (USA): “I think she has a point. A player who shouted 
'Blood must flow! would make me uncomfortable too. J am made uncomfortab- 
le also by wargamers who really seem to regret that Hitler didn't win 
WW2... Also by "Sniper"-players who go out of their way to shoot at inca- 
pacitated pieces on the board in order to kill them. 

Uogwever the fact remains that wargaming is not real violence. It is pre- 
tand violence. 1 can live with any amount of pretend violence in the 
world. It is real violence which hurts people. There is more of that in 
sports than in wargaming. People do get killed in ((American)) football, 
hockey, and baxing. Others get maimed for life. All because the essence 

of the sport involves real violence. = 
T have Seen lots of wargames and heard of lots more but never have I seen 
or heard of anyone who got hurt in one. It seems to me that a.wargame is 
more a creative than a competitive activity. The rules are so complex and 
aven at the best they demand that the players be able to negotiate in 

good faith and arrive at understandings, for some games with every move. 
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Chess, in contrast, is viciously competitive. (SPI borrowed the rule, 
that a player cannot touch a piece once moved, from chess. I, at least, 
have never seen the rule used. Maybe, though, it is vsej in other places: 
here in Southeast Kansas, we don't treat sur one or two live opponents 
harshly...) Anyway, it takes a great deal of loving cooperation to create 
a successful play of a wargame. What does a wargame heve to do with war? 
It is not training in war. (It is training in thinking strategically, but 
so is chess, bridge, backgammon, and bicycle racing, riding subways, en- 
rolling in a college, and a lot of other things.) It is, I think, a way 
of studying the history or possible future of war - for some people more 
painlessly than in a book. More, it is a way of making that study more 
personal, more a part of a person's experience, than merely reading some- 
thing in a book.” 
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GARETH LODGE (Scotland): "I feel that only a very few women will play war- 
games. for many years to come mainly because of the socialising of women 
and men which ‘starts from birth and continues throughout life. While men 
too suffer from this stereotyped upbringing (they are encouraged to he 
independent, adventurous, inquisitive and tough; and if a boy fails to 
meet these requirements, he is called a ‘cissie' ~ the ultimate insult), 

I am of the opinion that its effect upon women is far more harmful. 

Women are encouraged to be coy, gentle, not to play in rough games, to 

win over daddy with 'lattle girl looks’ etc. Thus boys are given toy sol- 
diers, construction sets, guns etc, while girls are prepared for later 
life by being gifted dolis, pretty dresses, nurses! {not doctors!) uni- 
forms and so on — the list of examples could probably fill an issue of 

EF. Few feminists can fail to be familiar with these arguments, but ALL 
must see that women will only be truly accepted in later life as HUMAN 
BEINGS when education from one day old onwards is radically altered to 
eliminate the above phenomena. Then I think we will finda great many wo- 
men playing wargames. 

T can understand and share the woman's feelings about a wargamer who 

Gries 'blood must flow! or another similar exhortation; whether women are 
genetically more ‘human’ than men is open to question, from the viewpoint 
of where genetics starts and where the effects of socialisation begin. 

But it would seem that men have retained their superiority in the field 

of violence throughout the ages. However, not all wargamers are like that, 
and most of the ones that I know would not make out as if it were a real 
battle that they were playing. But stall the games keep brining in more 
‘realistic!’ rules, and some of these do not appeal to me. I remember a 
game called "Tac 14" which had an optional rule in it whereby one side 
lost a turn while the men RAPED the women of the town - the facts might 
“be a bit distorted as I never had the game, and I was later informed 

that the rule was meant in a joke, but the thought has haunted me ever 
since that anyone could enjoy playing (let alone thinking up) a game 

which contained such a horrible example of man's revolting treatment of 
women. 
What I am really getting at is this - unlike the woman who wrote the pie~ 
ce, I do not see a definite contradiction between my feminist beliefs 

and my wargames. But there is doubt in my mind. If anyone could influence 
me so that a contradiction became obvious and irreconcilable with femi- 
nism, then I would give up wargaming. But until that happens 1 will cen- 
tinue playing, even with the thought that it is a male-dominated hobby." 


BOB MORSTEIN-MARX (BRD/USA): "I must say I respect her views but disagree 
with the anonymous lady. Yet I agree that wargames should devote more 
theught on ‘this difficult question which is generally ignored. In my ex- 
perience, however, most feminists make wargamers leok, dastanetly sheep- 
like!" 


PETE MENCONT (USA): “The opinions on games by Augusto (E 9) and the lady 
(E 6-8) provide an interesting texterior' viewpoint. I'm glad to hear we 
are all. sumblimeting our territorial imperatives. I always suspected Ole- 
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son was a 'homicital maniac’. Yup, yup. Wargaming requires at least a MEN- 
TAL aggressiveness; GENERALLY, any sort of aggressiveness is more pro- 
nounced in the male (ask any parent of a 2-yxr-old!). Further, our See Le nhy, 
doesn't encourage it in the female. This ‘lust of visjence' is a fiction. 
(At least.FOR VIOLENCE, it is.) The generalizations are just too sweeping 
for belief. However, by all means, such comments are worth seeing; perhaps 
additional such will come closer to the mark." 


CLIFF SAYRE (USA): "Some cf the elitist, sexist notions are adressed in 
the two articles in 'Moves'! 19 (one on types of wargamers, one on women 

in wargaming). Although the ‘types' article is somewhat toungue-in-cheek, 
there is a fair amount of truth in the author's various categories. I 

feel that wargamers in general are a fairly intelligent group. They also 
need motivation (to learn the rules) and probably have had intensive in- 
terests in some facets of their education such as history or math, etc. 
They tend to like puzzles and gemes in general for the mental exerciSe as 
much as anything else. I gave a talk to a group of fathers and sons, many 
of whom were already wargamers... there was tremendous enthuSiasm for 

what I had to say. I gave a similar talk to a group of middle-aged war ve- 
terans... they were polite, but I could tell that they considered me as a 
perpetual child, the same kind of adult that might play with model trains 
(which they considered beneath their dignity as adults). 

I probably cannot dissuade the lady from her adverse view of wargamers, 
but I present the following comments. Mast of the gamers I have met are 
friendly and open, they would not deliberately offend another malign play- 
er or another player or his ability, except in the spirit of competition 
associated with playing the same. I have seen worse tempers and more in- 
temperate language at a bridge table and on the golf course than associa- 
ted with a wargame. For some players there is a kind of temporary ‘blood 
and thunder! which comes from the excitement. People don't cheer Dave Wad- 
die in the long distance races necessarily because they want the other 
runners to drop dead. I have become as emotionally involved to be mad, or  _ 
happy or sad by reading a book or seeing a play. When I was in the Navy 

we played Acey Ducey (a backgammon variant). Part of the tradition of the 
game was to pound the table, emit expletives, and reel back in mock agony 
at appropriate times... that was part of the fun. There may be some psy- 
chotics in wargaming (they are also found in the population at large); 
but, unless the violent individual the lady is talking about sews swasti- 
kas on his pajamas and wears jackboots to bed, the fellow she is talking 
about may be a reasonably pleasant, rational individual most of the rest 
of the time. I think that the 'homocidal maniac' nature is more in the 

eye of the beholder than in the heart of the 'beholdee'.” 


GARY GYGAX (USA): "I have been accused of being a nasty old sexist-male- 
Chauvinist-pig, for the wording in D&D isn't what it should be. There 
should be more emphasis on the female role, more non-gender names, and so 
forth. I thought perhaps these folks were right and considered adding wo- 
“men in the 'Raping and Pillaging_ section, in the 'Whores and Tavern Wen- 
ches! chapter, the special magical part dealing with 'Hags and Crones', 
and thought of perhaps adding an appendix on ‘Medieval Harems, Slave 
Girls, and Going Viking'. Damn raght I am a sexist. It doesn’t matter to 
me if women get paid as much as men, get jobs traditionally male, and 
shower in the men's locker room. They can jolly weil stay away from war- 
gaming in droves for all I care. I've seen many a good wargame and war- 
gamer spoiled thanks to the fair sex. I'll detail that if anyone wishes." 


MICHAEL CARMICHAEL (BRD/USA): "I thank the unknown woman's choice of ma- 
le (animals?) was interesting, i.e. what does she do for a father complex ,;— 
but I really think its beside the point. The point is how do we get more 
women CoSim=players? I don't know, but there seem to be two problems: a. 
Women work more. We play. They iron, or cook (and shake their heads). 

Too little cooperativeness. 2) As 1 read E I see how many people play 

not just wargames but GAMES and are really game-freaks (USpie bras en = 


teases met 
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How often you played into the small hours: it's not just that women don't - 
have the time, which they usually don't, but they even don't want to... 
For men, at least certainly for me, we play on for the challenge, for the 
simple fun of it.- But I don't see how the Sexist attack can help us to 
get more CoSim players. I appreciate the help America give us, but I 

don't think we need import her (the genetic ‘her' is used to mean all Ame- 
rica -~ even men) fetish." : 


LEW PULSTPHER (USA): "Hoo, boy, Jack Greene's friend must live with a 
bun. h of strange wargamers (...) There are a few (very few that I know of) 
who participate vicariously in the game. Most wargamers | know treat a 
wargame the same way the would chess or other abstract games of skill, 
territorial or otherwise. (...) Perhaps Jack's own comments indicate why 
his friend sees wargamers as she does. I must say I don't know any warga~ 
mers: who think of war and wargames in the way Jack does. When I. 'order up 
the ... reserves! I feel no vicarious thrill. Hell, I'm maving some little 
cardboard counters (I never think of it as ordering) in accordance with a 
set of rules having little to do with reality in order to use their ab- 
stract strength te get better odds on a little table! Wargames tend to be 
more interesting to me because they are not completely abstract (chess is 
too abstract for my taste) and because men put more effort and thought 
into war than into any other mass activity on this earth, and this shows 
in the intricacy and variety that results. And in any game there must be 
conflict - at least as I] define ‘games’ - and war is conflict par excel- 
lence. It is natural for anyone who likes competitive games of any type 
to become attracted to wargames at least for a little while. Those who 
don't care for mental effort will usually fall away, back to sports. | 
think most wargamers play because they like to win games of mental skill, 
not because they think war is glorious or because they need an outlet 

fOr sa. decurenco aie 


JACK GREENE (USA)rentioned, by the way, that ‘Lady X' "has not been nor 
is she my lover". 


MARC MILLER (USA)(*) felt that the Wargaming Widow sindrome was a problem 
Ehat the man had to deal with if his hobby or his job was placed before 
his wife/lover; because the hobby is the pursuit of a non-sexual role, 

the woman had a problem to deal with if she saw it as competition. But 
"neither (lovers) are a slave to each other".- Scrabble is as manipulative 
as wargaming, yet it is much easier for e man to relate to the numbers of 
a division from their previous army life. For example, Marc went on to 
show that the war in Africa during WW2 is thought of as a ‘clean war'. Wo- 
men fand it hard to relate to it es it is stall death. Men see it as 

clean because the Geneva accords were followed. "The rules were followed" 
which adds a different dimension to it. 
( 
g 
Cc 


Marc also mentioned about the ‘Exercise in humility rule’ in a potential 
ame in the future dealing with Space Empires. In it one may be a woman 
haractor! What is ironic was a D&D game that followed in which I was Don- 
na Keebler, an Elven princess. It was the first time in that circle where 
@ man picked a woman character. Did better then the two males with her 
too! FRANK CHADWICK has a rule in which a woman character, after rolling 
for characteristics subtracts one from her strength and adds one point to 
her dexterity, intelligence, end charisma. No comment. ). 


TOM SHAW (USA)(*) mentioned that women are "not exposed to the same adver 
tizing media", otherwise their presence in the hobby would be larger. Cul- 
ture plays a large role here as well. Tom did feel that psychologically 
women are not geared to aggressiveness. Cu’ture does not “develop a compe~ 
titive neture in women and this would not be reversed over the short haul 
but over "centuries". He felt that most women played Bridges and like games 
for social reasons, not to win... 


DON GREENWOOD (USA)(*): "My wife thinks I'm crazy." 
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RANDY REED (USA) (*) too, like Don Greenwood, felt that the cultural as- 
pects were the main reasons for lack of woman in the hobby. "Women are in- 
to softcore (war) games". Often they do learn “as a self defense thing" 

so they can see their lover. "I wouldn't.want to play a woman", as Randy 
would not like to see a woman in that place, a competitional place. 


TERRY HARDY (USA)(*) mentioned that Linda Mosca's article (about women 
in wargaming, "moves" 19) was rated on the bottom for "moves". "I don't 
even like to play a woman in Bridge unless she is good." "A husband is 
crazy to play a game with his wife" - because of the competitive aspects. 


STEVE PEEK (USA)(*): "Most of the girls don't understand" wargaming. He 
felt that "not too many women can relate to (a wargame) unless (she is a) 
‘Florence Nightingale". I asked, "Why does you wife hate wargamers?" "Why 
AO Vout st" 


DOUGLAS NOWOKUNSKI (USA)(*) had'one of the most concise answers on women 
in wargaming that I ran into on the pilgramage. He gave Several reasons, 
sociological, e.g. the "structure of western society". "Men are restric- 
- tive, the concept of the refuge of the Saturday night poker game" to es- 
‘cape to is strong. Non-liberated women who deal with self-imposed limi- 
tations of supposed "likes and 7islikes". Douglas also felt that the sen- 
se of abstraction drew women away from wargaming. 


HARRY DREWS (Canada) in "Paroxysm" 15: "Very few wargamers fantasize when 
“they play games; even in "Monopoly" I hope no-one believes that they are 
a rich banker or calculating real estate manipulator. Yes, there may be 

a mental linking to the historical knowledge the gamer has and he may be 
interested in a certain game partly because it Simulates a certain, spe- 
cific time period. But you'd have to be devoid of raticnality to identify 
with the counters to the extend that you actually feel yourself bayonett- 
ing the hated opponent. Come on folks, a game is a game.I should hope 
that the mental challenge and lust for competition pervaded most games. 
This is“healthy, HUMAN lust. Not just a MALE urge. Competition is the li- 
feblood of society - true it must be tempered with cooperation but, 
still, competition must be stimulated and rewarded for society to advance 
or even merely survive. Wargames can provide a useful outlet for competi- 
tive urges and are recreational, stimulative, and sometimes appropriate 
outlets for feelings of tension, frustration and aggression. In these res- 
pects, they are identical to Bridge, Chess, sports or even Debating Clubs. 
Playing a wargame is much saner to my way of thinking than taking your 
car out on the road and tearing up the highway. To remain a functioning 
human being energy must be expended and playing games is as good a means 
as anything else." 

And about the "unnamed woman" and the "homocidal maniac” (etc) thing: 
"Perhaps this is true for the people she befriends, certainly not the 
people I know. Or perhaps, this is the ideal example of a little knowled- 
ge going amok; and a little (sociological) knowledge being more dangerous 
than none.” And Harry finally writes: 

"This poor woman is reacting irrationally to an event which she doesntt 
understand in the least (...) Wargamers simply DON'T behave that way ac- 
cording. to my experiences and even if they do it is all very much to the 
good that they do since it is a creative release rather than a destructi- 
ve buildup. Women should react identically to men to the pleasurable as~ 
“pects of wargaming which make them popular - after all wargames have no 
sex biases build in. People are going to react to games and experience 
the same things regardless.of gender and as soon as women make themsel- 
ves aware of this you will see many more women in the hobby.” 


wilh: Uff, 9 pages about “CoSim and women", followed by some other pages on 
wargaming and elitism, race, class, violence, guilt feelings, evelena 

But maybe it is good that in this kind of round-table-talk we tried to 
reflect what we are doing. And maybe we should go on to do it ~ not neces~ 
sarily connected with more pro or anti Women Lib talkin: 


EoLO/bPs 95 HYDE~PARK-CORNER: AN ELITE? 


WARGAMERS -— AN ELITES WARGAMING AND CLASS/RACE; VIOLENCE, ete... : 

ELLIE L NYE (UK): "A difficult problem - and one which I can only hope to 
approach from my observation of players in this country. True, wargamers 
are few, and so COULD be called limited; but an elite? I. hardly think so, 
for one can only have an elite if those outside Se wee er lis Em Sitcli, (ibn 
que might be a better term: As wargamers, we should not overestimate the 
importance of what is, after all, only a hobby. Taoism recommends humili- 
ty for those who wish to gain respect. 

Now,Jack goes on to attempt a correlation between secial classes and war- 
gamers. Um.. Alth-ugh he does admit to. making generalisations, he hasn't 
stopped to wonder whether social classes are now defunct. Answers, please, 
in not more than six thousand words!" 


MARC MILLER (USA)(*): Marc felt we were not an Elite as longa as there are 


"some ... 12 year olds who want to nuke Russia”. 


NICKY PALMER (DK/UK): "I don't think that British wargamers have such a 
strong class bias as he notes in the USA = Diplomacy players, yes, probab- 
ly because of the emphasis on writing long letters and press releases, but 
not board wargamers. Of course the expense is a deterrent to the very 
hard-up, but I'd say that British wargamers were somewhat less biased to- 
wards the upper income groups than e.g. chess or bridge players. The most 
noticeable biases are to youth (especially college students and school 
students) and, as in the US, to an almost exclusive masculinaty.«" 


CHRISTGPHER MACLACHLAN (Scotland): "I hope you drop Jack Greene's lucubra- 
‘tions on ‘elitism’. 1 have enough worries, wondering why I spend my lei- 
sure hours thinking about war and playing soldiers, without becoming neu- 
rotic because other people who may be doing the same thing might. be. more 
like me than like ornithologists or Donny Osmond fans. If such people ha- 
ve veal criticisms to make of wargaming, I would be interested to hear 
from them, but I see no reason to start trying to imagine what they might 
have to say to us if they thought about it. Une of the good things about 
wargamers is their self-critical attitude, but, if that degenerates into 
vaguely trying to account for an assumed dislike for our hobby on the 

part of people who have failed to take part in it, thens f thenkoeraticism 
has lost its substance and become decadent. And anyway, what does Jack 
Greene find so nice about himself that he should presume the minority he 
belongs to is an elite?" 

LOREN WISEMAN (USA){*): Loren feels too that most wargamers are introdu- 
ced into the hobby by a friend which helps keep it a white, middle-class, 
male hobby. As to my <¢uestion on selling violence when one sells wargames: 
"You're not killing people, you're killing cardboard counters." 


MARC MILLER (USA)(*): "Racial groups have a cause while wargaming is a 
Waste of time". Marc went on to say that the Chicanos would need a good 
Pueblo or Alamo game to come alang, though he was not sure if a Watts ga- 
me would be the same for Blacks to spark interest in wargaming. 

JACK GREENE (USA):'"To me this raised the entire question of: Are warga~ 
mes counter revolutionary as is TV, underground comix, Scot anor wes 
words, by playing wargames does that take time away from affecting the 
fundamental changes this society needs to continue? Does the morass and 
bulishit of wargames keep us from dealing with the realities of life? 1 
must disagree with Mare that we (twet being white, middle-class, and ma- 
le) have no 'cause'. Yet I must admit that we can all relax with a war- 
game and learn something as well. Mare went on to point out that a white 
cligue has nothing to hold it together internally. Whites must rely on 
an tout project', e.g. wargaming, golf, etc. Race has race, women have 
women. To my mind all men have to deal with Men's liberation, white, 
klack, brown, or purple, as we all have some questionable ‘roles! thrown 
at us in our society. 
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DON GREENWOOD (USA)(*) felt the various minorities would be more represen- 
ted in wargaming as the economy improves for minority education and occu- 
pations. 


HOWIE BARASCH (USA)(*) sees the classical wargamer as one who has money 
to spend, is middle class, college educated, and feels that because of 

this wargames will continue to be based on Western History and not the 

Sudan, India, etc. 


TERRY HARDY (USA)(*): “Within New York City the minorities are well re- 
presented - shit, most of your Negroes are trying to get out of the ghet- 
to. Being alive is fucking good enough than to play a game." 


JACK GREENE (USA)(*): At Origins, "I sat and talked with two Blacks as to 
their wargaming experiences. DAVID NESBITT felt that the lack of Biack 
wargamers ‘depends on how you're brought up’. It ‘costs Guineas'. His in- 
terest was in History that brought him to wargaming. Sometimes it is 
Thard to talk to White people'. ‘I've played racists and I just try to 
move them to neutral, not even to the left.' KEITH BRUCE felt that one 
needed 'time and money to do this'. Keith has been a wargamer since 1972. 
'T wasn't brought up like most Blacks.' Keith felt that one's ‘cultural 
background is very important.' Keith has never had any problems with war- 
gaming and racism." 


MARC MILLER (USA)(*): I asked GDW during a break about the idea of marke- 
ting violence. "The history of man is violence", was Marc's response. He 
went on to feel that it "cann't be ignored". “Violence is the “attribute 
of all human endeavor, sports, history... games remove the element of vi- 
olence trom at." 

FRANK CHADWICK (USA)(*) pointed out that he felt "wargaming is at least 
ethically neutral". He also pointed out that "I was playing more wargames 
in 1968-1969, which was also my height of anti-war participetion". 
RICHARD BANNER (USA)(*) came back by asking if Goya is violent... Warga- 
ming often points out the futile aspect of war and that was pointed out 
as a moral justification for wargaming. Wargaming is educational 'not ~ 
graphic' violence, as their graphics man Richard pointed out. it tsa 
Noreative art" though it still lacks a certain depth. Rich made a good 
comment when the question of the censure of a subject because it is sick 
came up: he felt the “discussion af sick material is not sick". How can 

a historian comment on morality otherwise? 


TERRY HARDY (USA)(*): Some view SPI as a "Modern day Attala the Hun" 
corrupting children. "I don't think our games are behavior modification 
kits for good or bad." 


DOUGLAS NOWDKUNSKI (USA)(*): On the point of marketing violence. "No, I 
don't think we do." In war one "doesn't get reduced 1 step, he gets re- 
duced." 


HARRY DREWS (Canada) in “Paroxysm" 15,4: "The people with whom I play 
wargames are by and large interesting, intelligent people who are enthu- 
sed by the GAMES end of the hobby rather than the WAR aspects. To be sure, 
there is a connection with the historical basis for the game and this 
conection heighteens the appeal but, basically, we are intrigued with 

the possibilities of out-thinking a friend in a structured contest ra- 
ther than being drawn to the base desires of identifying with a mob of 
frenzied lunatics out for blood - even it only the simulated kind." 

"Jack assumes correctly that this ((middle/upper class, white, male, 
bookish of nature)) is primarily because of the nature of wargaming ra~ 
ther than a specific policy of current wargamers screening newcomers. Une 
must agree with his general description because the hobby isa logical 
outgrowth of the middle class educational and sociological processes.” 

"T don't mind a connotation of 'telite'’ when detailing wargamers but I 
would feel rather uncomfortable and vulnerable if my fellow wargamers 
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proved to excell in one area but were failures in other aspects of life. 
I find a personal need to associate with a ‘normal! group’ of people who 
happen to have special interests. To my knowledge, the majority of warga- 
mers are a really good bunch of people - not eccentrics or 'weirdos'." 


"Then, Jack goes on to say that 'many wargamers that I have known are 
physically totally unexcited in the life they eed’. his Statement rai— 
ses the hackles on my head - it is the sort of generalization which is 
half-right and completely silly. Obviously, the through andthrough jack 
is not going to play wargames, nor is an uneducated laborer who finds it 
a chore to read a paper. But Jack's sweeping statement is grossly unfair 
to myself and many other gamers. To 4 certain extent there IS a pattern 
of mutual exclusion between physical exertion and active intellectual ac~- 
tivities. If you work hard physically all day it'll be unlikely that you! 
ll have the physical patience or inclination to-sit-still scancentrate.on 
a game. I'll wager, however, that wargamers follow’ pattern of physical 
recreation similar to that of the typical above-average in intelligence 
white or blue collar worker." 


wih: An additional info concerning the WAR-aspect of our hobby: I spent 
Some time during the last weeks trying to find Swiss shops willing to 
sell wargames... Though I called the games CoSims, though I tried to ex- 
plain the high PLAY-value of these games, though I pointed out the his= 
torical interests, though 1 prooved that games like chess and a lot of 
others are nothing else but wargames too - up to now mest of the shaps 
totally refused to sell such games: the penzer on "Panzerleader", hommel 
on "Afrika Korps", and Hitler on the "Origins" box were more impressing 
than all my words... Actually, for the image of the hobby, itis less. im- 
portant in which manner we may play these games (and I suppose that most 
of our readers mainly play them because of their high play-value or maybe 
af the - somewhat questionable - historical aspects), more important 1s 
how they get sold... and if you read some of the prospectus... 


NEG-NAZISM 


((wih. Cf E 6-8,109.- Cf also Jack Greene's "Pilgrimage" erticle in this 
issue. Cliff Sayre too confirmed that everybody was happy that no traces 
of neo-nazism could be seen et "Origins I", though he also told that 
there was a booth with Militaria: just when the press entered the room, 
a record with the Horst-Wessel-Lied could be heart from their. booth... 
quick-witted somebody could stop it before the press meted i ty bee ae). 


THE GENERAL X1/6:32: Opponents wanted: "Hitler is alive and well living 
in Argen. He wishes to meet pbm or ftf oponent in DD, FR'40, Pan. Germany 
shell rise again. "Heal Hitler!" (...)" 

- LA VIVANDIERE 1/4:2, advertisement of GHQ, showing a picture of Hitler 

in uniform, praying, and the sentence “This Christmas; ask Santa for a 
Panzer Division:" 


Can really nobody stop this nansense finally? Though I must admit that, 
in "The General" e.g., some first traces of a more critical attitude can 
be found, at least in “Letters to the Editor", cf X1,4:29 (Carl Hoffman) . 
X11,1:29 (Michael Orth - but also Jonathan Penner...) 


MICHEL LIESNARD (Belgium): "To give you an idea of what it can be, I ha- 
Je read in ‘Le Monde' (Feb 20-22, I do not remember exactly) an article 
by a man who declared he had been horrified to see, in a shop-window, 
small toy-soldiers representing German soldiers of WW2. He concluded in 
writing that he ‘would never allow his son to parade a nazi army on his 
carpets'. This only would be. ludricous if the above mentioned article. 
had not been published on the front page, under the general title ‘We 
Will Never Forget!' - and, "Le Monde" does not use to be a humorous pa~- 
Peri s 


RIAN VAN MEETEREN (Holland): "...that terrible ad: I wonder when AH is 
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going to do something about this. These things could give our habby a ve~ 
ry bad mame in Europe..I think Americans don't feel this way or at least 
most of them." 


CLIFF SAYRE (USA): "Yes, I do think the GHQ ad was af questionable taste. 
IT don't think that Americans are as outraged or distressed by it as Euro- 
peans might be. I also agree that some of the opponents wanted ads in 
'The Generalt are rather tasteless too. I think that Americans would 

tend to classify such attitudes as juvenile rather than be upset by them. 
Such ads and attitudes probably don't do the hobby much good. I don't 
really know what kind of censorship to recommend. Also, at the age of ma- 
ny of the writers, they are at a 'my dad can lick your cad! stage of de- 
velopment. Numerically, it is the young people who are most numerous in 
the hobby.” 


wih: So, why not educate these young people? And, once more, I would li- 
ke to state, that even hobby-publishers, but the more the at least semi- 
professional publishers of the bigger CoSim-zines, should reconsider mo- 
re than up to now that in their function they have a big responsability: 
journalism, even if it is only hobby-journalism, means much more than 
just publish a collection of articles, etc - and Americans should know 
this even better than we doa.. 


CoSims — MILITARY TOOLS? 


((wilh. Cf E 6-8,88.- Cf also: Games & Puzzles" 37,22 (Wyatt: "“Seastri- ~ 
ke"/Ministry of Defence), and'regularely in "S&T", "The General") ). 


GARY GYGAX (USA): “...Some basics of warfare can be learned from such ga- 
mes, but that still doesn't make them anything but games. I understand 
Virginia Military Institute was using “Tractics" as a training aid for 

a time - could still be for all I know - that just makes it a fairly re- 
alistic game system, not reality. H G Wells said that lead soldiers do 
not leave orphans or widows, and that if people were busy fighting 'litt- 
le wars! with lead soldiers they would not have tine for big ones. This 

is the principle that most anti-war people cannot grasp! Who gets hurt 
playing games?! I find that those who REALLY study war know far more 
about how terrible it is than those who don't - assuming that neither has 
had to live through one being fought where they are, of course." 


CLIFF SAYRE (USA): "Are wargames teaching tools? YES. That is not to say 
that they do not have limitations... any training aid or simulation is 
limited. I think that a few hours playing a game like "Sniper" or, per- 
haps, "Tank!" might teach a great deal compared with several hours of 
lectures or reading. One of the learning aspects of games is to carve 
home lessons on a personal basis. If you leaye your troops out in the 
open and they are decimated in a game, it is -much more graphic and memo- 
rable event than being lectured about it. Perhaps field maneuvers. are 
even better, but they also have limitations. I think that games and simu- 
lations can complement other forms of teaching and learning.” 

"Wargames at various levels in varying degrees of complexity can teach 
certain useful lessons, if the players are inclined to play them with a 
critical attitude. It may also be true that certain aspects or situations 
may be. gamed or simulated in a biased and unrealistic manner, In such 
cases the players will draw incorrect conclusions and have erroneous 
concepts. There are always pitfalls in any type of simulations as to 
whether the events are being faithfully represented or not. (There are 
same related remarks in the "Conflict" article by Jack Greene to which 

I contributed.) As a matter of fact, "Win, Place & Show" or "Speed Cir- 
cuit" MIGHT possibly have relevant lessons (perhaps oversimplified) for 
someone who knew nothing about these events. I would guess that some of 
the sports games should teach SOMETHING ebout proper strategy of play- 
ing. Of course you don't learn how to kick or throw the ball from the 
game, but that doesn't diminish what one might learn about tactics or 
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strategy. A wargamer may not learn how to shoot a gun or drive a tank 

from a wargame or miniatures, but that does not mean he does not learn 
about deployment, concealment, fields of fire, supply, etc ... a whole 
range of very complex concepts which may be difficult to lecture or read 
about in the abstract." 

"Keep in. mind that I do not propose games as a substitute or replacement 
for other forms of training. Also, playing to learn something about stra- 
tegy ox tectics would require a different attitude during play than play- 
ing to win. One would play to see what happened and try to think about 

or analyze why certain things happened or failed to happen.” 

"Now there are certainly good games and poor games for teaching. "CA" 
would be a poor candidate to teach naval tactics because there are no fa- 
cing requirements and the secondary batteries are not used. "Missile 

Boat” would be an improvement in these respects. Although we usually con- 
sider unlimited intelligence to be a shortcoming, for training purposes 

it could be very useful. Some of the computer games have become so complex 
that the preparation of the data imput end the massive amount of data 
cutput tend to obscure the lessons which are intended to be taught. The 
use of a tutor or umpire in a game could provide for limited intelligen- 
ce when the student was ready to proceed to that phase." 

"T also feel that different lessons could be taught by games at different 
levels of complexity. I am not a student of military tactics, but it is 
my impression that one coudd learn about Civil War infantry and cavalry 
tactics from "Rifle-Musket", about WWl tactics (pre-trench) from “Sol- 
diers" as two examples of possible training gemes. Of course, these are 
now after-the-fact. One might argue that a game for contemporary Strategy 
or tactics cannot be developed because we don't have the data, I do admit 
that such a development is more difficult and that the possibility for 
errors of omission exist. However, the same criticisms could be leveled 
at any contemporary book, lecture series, training film or full-scale ex- 
ercise which attempts to prepare us for contemporary or future events." 
"Now it IS true that human strengths and weaknesses of superiors and sub- 
ordinates would play a part in real life. This is an additional factor 
which could be addressed after the basic concepts are covered. We should 
not put down games as a training device because they do not encompass 

all facets of life. As a matter of fact, I'm not sure that military 
training in leadership normally includes training on how to deal with an 
idiot superior or a genius in the ranks anyhow." 


wih: Actually, I could imagine that a game could be a teaching aid. What 
T doubt is that any of the games we play really could be something alike. 
Il agree that it might be more military~like and in a General's view "bet- 
ter' if soldiers play - in their free-time - wargames rather than Poker 
or Bridge. But more? Our games are just not good enough —- at least not 
for that special purpose (though, of course, SUMETHING you may always 
learn in playing such complex and skaliful games). I mean: do we really 
have to believe that the Arabs and the Israelis will, could learn some- 
thing by playing “Sinai", "“Bar-Lev", or "Oil War"? etc... 


WARGAMING AND GUILT FEELINGS 
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((wlh. In several former issues of E, and also in this one, you will find 


more or less covered guilt feelings some - or all? - of us have, when 
they spend (too much?) time playing CoSims instead of doing something 
more reasonable, or 'reasonable', if you pPReTemwaas )) 


BOB LATTER (UK): "I agree entirely with your diagnosis of guilt feelings 
in wargamers, and I'm not at all surprised at the ‘Madame X* ((cf Jack 
Greene's article in E 6-8)) reaction. Basically it is because in our 
heart we know she is right, we feel even more guilty. Chess causes simi- 
lar feelings, but at least one is spared the 'warmongering fascist" bit. 
The only treatment available for this torment is not @ cure but merely an 
“analgesic: the constant meeting and corresponding of wargamers. It helps 
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enormously to find out that otherwise sensible, educated people who have 
shown an ability to succeed in their career can be just as absorbed in 
phantom armies and fiddling with scraps of cardboard as you are. One of 
the saving graces of SPI is their relatively mature treatment of the lu- 
natic fringe who really may be fascist warmongers. Equally, anyone in a 
position to represent the hobby in any way “and VOU MUS D-aCOEDt exter ces= 
ponsability as an editor) must try to eliminate all traces of the juvenile 
idiocy of the type of person who could so easily harm our interests and 
make the general public identify us even more with this objectionable. 
image." 
((Uff, bad editing here - a part of this quotation should have been gi- 
ven. in the Neo-Nazism column... Wanna an errata sheet?) ) 


AWARDS 


'wih. Cf E 6-8,93 sqq.- 1 got a couple of comments about the question whe- 
ther awards really are necessary and whother they really mean somothing 
and if, how awards should be organized. I would like to get some more 
“Commonts first and then to publish and discuss them, maybe in E ld. 


.In. the mean-time, the results of the “Charles Roberts Awards": - Charles 
Roberts, inventor of the first ever wargame ("Tactics Ii") -attented him- 
self at the award-ceremony at “Origins 1"; Cliff Sayre was so fice to -en- 
rogister the ceremony and to send the tape: it was a vory sympathetic cc- 
remony, and I appreciated it very much that I could listen how it was. 


Only the winner of the awards are known; I was not able to find out who 
was second and third, nor how many votes cach nominee got... (I'11 men- 
tion the xcunner-ups in brackets, in alphabetical order) : 


Best Professional Game: THIRD REICH (Bar Lev, Star Force); Best. Amateur 
Game: MANASSAS (Parliament, Zeppelin); Best Professional Magazine: S&T 
(Conflict, Tho General); Best Amateur Magazine: ALBION (Europe, Jagdpan- 
ther); Hall of Fame: DON TURNBULL (no runner-ups?). 


This raises several additional (cf E 6-8) questions: shouldn't the re=- 
sults of such awards be given more detailled? Shouldn't the sys- 
toms, how these results were reached, be made more transparent? Doesn't 
the importance or unimportance of such awards not mainly depend on the 
system used to get the results? 

And also: are the nominees in each class really comparable? And, do all 
of the nominees belong to the class they are classified (or: is Zeppelin 
an amatcur game, is Jagdpanther an amateur zine, is Parliament a wargame?) 
What is thc definition of "best" ~ why, e.g., is S&T the best professio- 
nal zine (or, shouldn't more detailed questions be asked to find out the 
best what-so-ever, since othorwise some will vote judging the circulation, 
otheis the peper uscd, others will rate the contents, eto)? 

Finally, IF ever we would like that such awards would be organized ~ who 
should organize them? And which would be the conditiones sine qu’ nan 
in order to recognize their results es significant (or: what got done 
by, say, S&T, moves, The General, Panzerfaust, ete in order to inform 
thoir readers about the awards, how did they inform their readers in or- 
der to enable them to judge and vote - and what would heave happened if 
they would have done something alike...?) And what could/should be done 
to equalize the very different distribution/circulation of games and zi- 
nes (which must not be an index for quality...)? etc ote 
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Please, take part and send your comments too: about the above mentioned 
subjects, and additionally: SPI (up to now ca two dozen comments, plus 

an interview with Jim Dunnigan; cf also feedback-questions PCS eee 
Too Many Games? Frauds? Strat/Tact Articles? Better Games? Importance/ 
aims of zines/reviews? Domination of the Hobby by a few Big shots? etc. 
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OPS & INFO or better: HYDE-PARK-CORNER, ODDS & ENDS 


“CARsLABEL?.. I mentioned in "Bumm" 7/8 (Aug/Sep, 36 pp, English/German) 


SPI/AH/GDW would design and sell a Dippy/CoSim sticker/label to put some- 
where on our cars (also a kind of decent badge to put in one's lapel 
might be interesting): by this we could find unknown game-partners ~ in 
our own town, but much more it would be interesting to find them when we 
are abroad, when travelling around in a foreign area. 


WACHT AM RHEIN (by Kenneth J Parsons, 4105 Monterey Dr, Racine, WI] 53402, 
USA) is very interestingly looking, true, amateur game: ca 20 pages of ru- 
les and tables, two pages of (uncut and maybe unmounted counters), a nor- 
mal. sized map. The game recreates the great counteroffensive of the wes- 
tern campaign in Europe. Kenneth writes: “...and you shall experience ali 
the scope of this all important conflict during the waning period of WW2." 
And: “What I need is an unbiased opinion from fellow gamers of a superior 
intellect who can suggest needs within the game as well as an overall eva- 
luation of my performance.” After having got bored with AH's "Bulge", he 
started his own research; he also saw SPI's "Ardennes Offensive", a, as 

he writes, "fair simulation, but a typical Dunnigen system: too basic". 
In fall of 74 he finished the game: ."The result was so amazingly close to 
the actual happening that I was truely astonished: The bulk of the German 


“forces were so close to victory that one could almost become emotional." 


(He now is working on an Ardennes 1940 version with a possible use af the 
same map andgame system). Is one interested to give Kenneth his Nunbiased 
opinion"? I'd like to get a review for E: not only because I think the 
game might well deserve it, but also because I think that especially ama- 
teur games (and also games of smaller companies) need more publicity than 
they got. up to now. 


BIG SHOTS AND LITTLE GUYS: Cf also Richard Banner's remark in the future- 
of-the-hobby part of Jack Greene's “Pilgrimage” article.- Some additional 
remarks from a British player: "I am almost afraid to start reading E 

when it does come,as the sooner I start to read the sooner I come to the 
end. I only wish” vas possible for me to contribute, but I am afraid 1 
have not the.education for that. I seem to be one of the few people in 

the hobby who.is not a professional man, being" an artisan. 

There are two points I would like to mention {and I hope. you will add so- 
me more and go to comment it also, since I feel that this is a very impor- 
tant subject for the development of our hobby): 1) It is true that their 
is a big silent majority; it is true that THE opinions in our hobby are 
made by a rather small group of people, "the big shots": go through the 
CoSim zines (inclusive E), and you always will meet the same names: ine 8 
THEIR taste, THEIR opinion will influence the hobby and the game publish- 
ers mainly (if, at all, they get influenced by opinions they Wears tt). ot 
personally are glad that the "big shots" contribute to E too; I wouldn't 
like and in fact couldn't afford to miss them: how many pages would be 
left, if you would substract the pages written by them? Therefore, I re- 
ally hope that none of the big shots will write a page less than up to 
now, end that even some other "big shots" will start to contribute to £ 
too (or E could easily perish). 3) But, then, on the other side, the ma- 
jority of our hobby's players are not "big shots", but "lattle guys". And 
therefore, they should write and contribute too: even if it might be more 
laborious and difficult for them, even if the result isn't as well readab- 
le, even if their opinion might lack of the same experience the BSs have; 
even (or especially?) if their opinion widely differs from the one stated 
by the BSs: in fact, even publishers of games should nevertheless careful- 
ly listen to the little guys’ opinions: THEY (and definitely not the BSs) 
are the one who finally buy most of the games...4) And, finally, educa- 
kton: a British artisan still writes a much better English than, Says 4 
Gwiss teacher, and he also might have much more play~-experience than @ 
professional man whose spare-time is absorbed by working his way UP>=:> 


~ 


Sip te : _ _ HELP COLUMN, CLUBS 
HELP COLUMN 


CHRIS HARVEY still looks for the "Confrontation" (Gamescience) supplemen- 
tary kid. (30 Gorway:Rd, Walsall, Staffs, es 


FRIEDRICH HELFFERICH (347 Knipp Rd, Houston, TX 77024, USA) is interested 
in PBM multi-commander games (DNO, WITE, ates s ; 


TONY JONES (49 Curvy Rd, Blairgowrie, Johannesburg, S-Africa) asks if 
any publisher would be interested to publish his "Wolfpack" game (cf "AL- 
Pat 150 yr. 


ALAN MOSELEY (Posener Platz 1, D-8 Miinchen 61, BRD) is interested in’ PBM 
(he is a British working in Germany). 


EC OUMNZOCEHT 9 (1 51S Newson Ds, Baloxt,. Mass 39532, USA) as trying to locate 
handbooks for the Me 110=C, Me 109E-3, Me TO8Ge6 Andra Lot afsother airs 
“rafts of the German and British WW2 air forces. He has most of the Ame- 
rican Aircraft handbooks, but the others are not so easily located. Le 
he can't get the handbooks, he'd like to correspond with pilots who flew 
these planes. (He needs lots of info to design a Messerschmitt/Mustang 
Game: “Righter Rs Loti. 

FEADINAND HEGER (Raasdorferstr 28-30, A-2265 Leopoldsdorf, Austria) is 
Looking Te2.8 soapy of "Assassin" (Conflict magazine). 

DAVID MAYER (L701. Moores Mill Rd, Atlanta, Ga 30318, USA) would like to 
correspond with a fellow player from Yugaslavia or Norway. He didn't men~ 
tion it, but I suppose other Scandinavians might interest eit sees 


HERMAN VOS (Orion 69, Hodgezand, Halland) looks for PBEM opponents (ROWS, 
Mech '77, Panzer '44). 

WALTER LUC HAAS (address cf p 1): I am still looking for back-issues of 
"Albion" (1-24, 27-39, 41). I had an offer of Conrad von Metzke, USA, and 
miso paid for the issues he offered - but I never got them, nor any re~ 
ply on several letters. Some others offered these back-issues too: my I 
ask them to repeat their offer: I'd be happy to get these issues (or xe- 


roxes of them).- And: I'm collecting photos of my readers...- 
I'm also looking for back-issues of teonp inert: (tet), tihevGenenal” (Vol 


Te Ey Goa bees IV/3-5; xeroxes or orginals); "Danzerfaust" 57, 34, 
nd maybe 1-52; "The K(ommandeur)" Vel I-VII; VIII/2 sqq;1xX/4.~ 
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CLUBS 


BELGIUM: Contact Joseph Vanden Borre (14 vue du Bonheur; B-10/0. Bruxel- 
les, Belgique) who also publishes a French written zine (CoSim,; mindiatu- 
res) "Gettysburg" (issue 1: Mai; review as soon .as issue 2 appears). 
FINLANDs Contact Ilkka Keso, Ylikoikka, SF-08500 Lohja as, Finland. 


SWEDEN: Contact Torbjérn Alm (Tranholmsvadgen 3, 5-170 10 Ekerd, Sverige); 
CoSim Sweden also plans to publish a Swedish written CoSim-zine. 
HOLLAND: Contact Rian van Meeteren (Karel Doormaniaan 52, Destgeest, Ne- 
detland). 

EUROPEAN DIPLOMACY CLUB: (soon to be IDA-Continental European Region) 
contact "Europa"/"Bumm". 


US-BASE-CLUB: Contact john Mansfield (PG Box 830, CFPO 5056, D-/s7 Ba- 
] 


den-Baden 1, BRD); also for Open House in early Nove 
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ROPA NEEDS - 


"Europa" needs ‘still more subscribers: couldn't each of you ask his 
friends whether they would like to subscribe tao? Also, of course, B 
Weeds your steady cooperation, i.c. your letters and contributions, even 
if not everything may see print in the next issue: please, write! 


